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“PlayStation owners ing a respite from all that frenetic arcade-like action couldn't 


pick a better game.” 
- z F A 


" GamePro 90% 


“by completely teiliinking this cl 


po 


another dimension, Psygnosis 
first Lemmings game. Buy i 
PC Attack 94 % 


“Hugely entertaining game fhat’s all but impossible to put down. Don't even think abou 
missing this." 


PC Gamer 94% 


“3D Lemmings is the best head-scratcher money y. That's a fact.” 


Ultimate Future Games 90% 


Clockwork Games 
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PlayStation Wired ow |Wall of Games 
We've got the world of Y —. All the MOVES 


06 PlayStation wired. Here's” f Evoy inl we 
where you'll get e CR s 
most informed gossip on the | » will produce a 


keep, 


chart listing all the 


Sony grapevine as we dig deep 
for the juiciest, mu 


\ bi 

ayStation games. This 
month it’s the turn of that beat 
- Tekken. 


s read to find * 
on. Honest. 


Cover Review 
Lone Soldier 


A world exclusive fir 
review of Telstar’s 
superb new blaster. Big 4 


guns, heavy weaponry and rabid 
dogs, Lone Soldier has all the 
ingredients for à 
night's family 


i | = a entertainment. 
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\ Station Sina 
Master Ji 


When you're as 
fantastic at games 
as us, it's your job 


to help otfier.people who 
aren't. That’s Why.our tips 
train always stops forthe 
Station Master. Cheats, 
guides and a helping hand 
are provided for one and all. 
All aboard: 


Our survey said “give. 
us a letters page.” So 


Wipeout Pt 2...... 84 
Theme Park........ 86 
Striker '96 ......... 88 


This issue our WorkStations include: 


DOOM. ecce POS 
Krazy lvan...........54 
..64 


NHL .'96/ 
Maddens '96 ......24 
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Magazine 


7 Save up to 25% a year of the 
price of your copies of Play, by 

taking out a subscription now! We'll 

even. send. it directiverquyour home! 


9 Every title ever released appears 
here along with it’s relevant Play 

score. Issue-by-issue this section we'll 

adiust scores as games date. Invaluable! 


90 ^ The definition of Sound tote out 
this month with an inedepth 
report about the revolutionary new 
surround technique know as QSound, 
plus we lift the lid on how music and 
video games are coming together in a 
big way, and the startling results we can 
expect in the near future. 


9 Mevlut Dine, the Vivid Image 
supremo, has been slaving on 
PlayStation Street Racer. The poor chap 
deserved a break, so we took himout 
for a vindaloo and got him to spill his 
guts, so to speak. 
7 So ya wanna Ram ames? In the 
first of a two-part feature we take 
a look at how games giants EA and 
Psygnosis (Sony Interactive), produce 
such classics-as Wipeoutdnd FIFA ‘96. 
Win a Sony PlayStation compieté 
with a copy of Warner Interactive's 
brilliant Striker ’96. There are even 
several copies of the game for the 
runners up. Goal! 


And among those targeted 
for evaluation this issue: 


Prime Goal, EX 


CyberSpeed ................... 

ESPN Extreme Sports....36 
Twisted Metal................ 42 
Heboreke’s Popoitto.....44 
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i . Mor MK, 3 secrets i» T wa! 
i » Doom, Waterwodd, NHL "96, Hi [| | 
a Madden 'y6, Krazy Ivan, TAL 


T. Success of Sony's wonder machine 
has shocked the games world like no 
other console launch before. At a time 
when people were starting to say that 


> 


this fine gaming hobby of ours was in 
decline, along came the PlayStation to 
show that hardware can still sell out 
Providing it is the right product at the 
right time. They said that £299 would be 
way too expensive. That, of course, 
proved to be complete folly, people will 
always pay a quality price for a quality 


product and that's just what the , 

PlayStation has proved to be. Only a P 

month or so old and the machine rules A r 

the roost. You ask the retailers what ` Es 
hardware they want the biggest stocks of L 


this Christmas, and | bet there isn't one 
who won't say PlayStation. 

You should pat yourself on the back 
We all should. Because one thing is for 
sure, without you and me they couldn't 
have done it. They needed us to 


support the machine at launch 
| and they'll need us just as a 
| importantly to continue 

supporting the machine over & y 


the forthcoming year. The y 
PlayStation does not 
belong to Sony, it belongs 
to everyone who enjoys 
top quality gaming. We 
are all partners in this 
| venture, we all own 
Shares in the console's 
future, and as long as 
they keep the excellent 
software coming there'll 
be no bored room 
revolts. Geddit? 
Let's Play! 


o 


p 


Y Or not, as the 
case may be. 


are in the shops? Read 


Wondered why so few 
games produced by firms 
not called Sony-something 


ipeout and Sony 
inment Europe's very 
less sexy Ridge 


ven when you 
overtake the 
competition in four — 
weeks, selling 40,000 


PlayStations in the process, 
little problems seem to crop up. Like —— 
causing some: to be held back 
because you 
enough, for in 

believed that f ge sales 
figures achieved by Sony Interactive's 


games due for 
. being held up, as? 
capacity to produce enough CDs for all 
the titles now finished 


BE B 


ln ate ils 
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A Wait your 
turn, says the 
man from Sony. 


<4 Road Rash: 
The PlayStation 
version of the 
EA classic is 


lemand 
iction 


ttlenec 


coming soon. 


So, we contacted the usually aimable 
SCEE in the form of UK managing 
director Ray Maguire to clarify the 
situation only to be somewhat bizarrely 
told by a spokesperson that he had 
declined to answer. Something is 
obviously going on. Piercing the story 
together from other sources, Play 
understands that a combination of 
having to fulfil re-orders for Wipeout and 
Ridge Racer, the limited capacity of 
Sony's Austrian plant (the only one 
where PlayStation CDs are produced) 
and the clamour amongst third parties 
to have their game approved and 
manufactured before Christmas, has 
unfortunately resulted in number of third 
party titles being pushed to the back of 
the queue whilst Sony finishes running 
off enough of its own titles to cash in 
on Christmas peak selling. Which isn't 
that surprising. If you own the shop, you 
xt your games on the shelf first 

Nobody is really begrudging Sony the 
chance to make some money, the firm 


makes next to nothing on sales of the 
PlayStation to keep the price down, but 
games being held back because there 
aren't enough CD presses to go round is 
a wory. If games really are being held up 
simply because the factory isn't big 
enough, start using another factory! 
There is another factor. You see, as 
well as insisting on handling 
manufacturing of all PlayStation € Ds 
itself, Sony also has a lengthy and 
laudable, approval process ta make sure 
aren't bugged ang) Well, are 
good enough to be worthy te join the 
ranks of PlayStation games. This is all 
well and good but does push the release 
of games back by as much aS weeks, 
at some tij 
efcon 5 


final games 


with the result 


Assault Rigs a 
be available b 

Although ng 
record (possibly 
a little upset if TIS softwa 
partners start criticising thel 
Play has heard grumblings tà 


duse 


that Sony is becoming the new Nintendo, | 
adopting a system of ction 
windows" where each title Will have, say, 
three days on the CD presses with the 
result that only a limited number of 
each game can be produced. 
Nintendo is infamous 
amongst the industry for 
allegedly creating a 
restrictive licensing 
system (one of the 
reasons the video 
games industry 
was 
investigated 
by the 
monopolies 
and mergers 
commission 


earlier this 
year) which 
some have 
said involved 
delaying titles 
from other 


reviews 


firms to make sure 
its own games hit 
the streets first. 
Whilst nobody is 
directly accusing 
Sony of adopting 
the same practices, 
firms are known to 
be unhappy at 
some of the things 
they are being 
asked to do, with 
the result that they are 
having to work round 
the clock to meet ` 
deadlines imp on 
them by fears of missing 
their production ‘window’ 


December 1995 


magazine 


h.l diea c M and thus being unable to 
Pi P a S get their game in to the 
Gpr P shops before Christmas. 


Thankfully, games such as 

Primal Rage, Actua Golf, Fi 
= ‘96, Road Rash and Wing n a rather more 

Commander Ili should still communicative manner 


l pee make it out in time, alb than certain other Japanese 
BOTE December rather than conglomerates. To date 
| November. Others, however, they have established 


conduct business 


may not be so lucky. excellent relationships with 
Of course, if the problems all parts of the games 
meni ur Berri aren't due to production industry, managed one of 
Ad capacity, the only other reason the most successful 
» for the hold ups is that Sony launches in videogames 
1 is dictating to firms when and history and produced some 
xt how it can release games to really great games already. 
-- 7 > fulfil a pre-ordained schedule So surely they can make a 
FIFA '96: It looks of how many games and what type of few more CDs. 
gorgeous and it's still not games will be available before Christmas. And well, if you're going 
the final version yet! Play feels, however, that this is highly to have problems, it's not 
| unlikely. Not only is it outrageous, it a bad one to have, is it? ITA 
| Would be daft to resort to the same Having so many people y^ 
| practices criticised by the government wanting to release games ` 
only @ few months ago, and well, surely on your machine, that you 
it’s Megal, restraint of trade and all that? have trouble supplying CDs 
Play is confident that Sony is smart [o everyone. Can't see too 
| enough to sort it out in the end. After many Satum games beine 
| all, this is the firm that @Aly six months held up by overcrowdins, 
Y FIFA '96: The "virtual ago told games industry newspaper CTW = can you? Actually, can't H 
stadium' technology is that “arrogance is not going ta be our feally see that many Saturn ** 


absolutely blinding. style” (CTW 10/4/95) and that the firm games full stop. 


news 


Jim worms 
his way 2 p Y 
PlayStation 


arthwork Jim 2 is to the 
PlayStation thanks to Virgin. 
Earthworm Jim was a 
seriously good platform 
game which appeared on the 
consoles last year. It's being developed by 
7 a different programming team, Screaming Pink, 
from the original, Shiny. Who we think are a group. 
of people who used to work for Shiny, but aren't 
quite sure about that. We called Virgin to check b 
the person we spoke to wasn't sure either. Must 
S find out. For now, it's 
still to early to 
know whether this 
will make much of a 
difference. 
Z, Anyway, the point 
is that believe it 
or not, there’s a lack of 
good platforms games on n ion at 
the moment so if Screaming € the 
business with Earthworm Jim 2, itll be 
a thing. Earthworm Jim 2 is 
release Summer '96 and 
we'll be following its 


> — NA closely. 
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Allegiance update 


am 17's Allegiance , featured last issue, is coming along nicely. 
The a are currently working on improving the animation, 
you can see, it looks like is shaping up well. 


Wamers 


ge 
act together 


arner is a massive media 
conglomerates which until now has been b. 
running two separate games companies, both 
subsidiaries of rival Wa ns. No more. 
Someone high up has me to the 
conclusi@n that this no sense, 
ever, and decided that Warner 
I ie Entertainment (Striker '96), a unit 
of r Music International, and Time 
Warn ctive (Primal Rage) must e. 
Which delighted about, ag we mi be 
able to remember the right ple number now. 


WIE has had the last laugh aS staff as the 
Northampton-based Time Warner Interactive, - 


have uno down to Warner Interactive 
Entertai ts London offices. 


The results of the merger should see the two 
companies’ pooled resources allow for a larger 
presence in the videogames industry and 
should enable the united company produce 
many more big titles for the PlayStation. Well, 
that’s what the thinking is anyway. We've heard 
whispers that this will include an outing on 
PlayStation for a revamped Z, the hotly-tipped 
forthcoming PC game being developed by those 
clever monkeys, the Bitmap Brothers, Smart. 

Hold on. What's this? More news... 


...but Bros 
turns to 
Acclaim 


ust when the Warners start 
getting their act together, 
Warner Brothers, the Hollywood 
film giant, has decided to team 
up with Acclaim. Major corporations 
eh? A phrase involving arses and elbows spring 
to mind. As a result, Acclaim will get their 
hands on the rights to a number of the 

Warner Bros films. 

Actually, we're not being fair here, Acclaim 
and Warner Bros have jumped into bed 
together and both enjoyed the experience 
several times in the past, so it's not that 
surprising they've hooked up again. Past glories 
include Batman Forever. and (relatively) 
interestingly enough, Acclaim's proprietary 
motion-capture technology was actually used 
for some of the special effects in Batman 
Forever the film. 


E 


Jahnny 
Bazookatone 
nears completion 


he forthcoming rock and roll platformer from US Goldilohnny 

Bazookatone, is very near completion. We've just hadigsneak 

preview in the office, and the game is looking rathen seky with 
some smart SGI rendered graphics and lots of neat littleauches. One 


illennium Interactive's new hi-tech game about 
corporate warfare, DefCon 5, is just about finished. 
The game is being published by Sony Interactive, and 


boy do they come down here enough to show it off. From the 
last look we had, it looks rather exciting. 

The plot involves defending one of the Tyron Corporation's 
Weapons Division's outposts from alien attack. However, all is 
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i t aspe ame is th track ; ~ 

of the biggest aspects of the game e sound ack, which has been not quite right on the outpost, and the odds are somewhat iL 

produced in-house by some chap from a band called Sad Café with help from the stacked against you 
4 »Lackec c d y 

S lave I 4-Pe ^ eard the music score] it^ 
i E. wA E. "t People, We've heard the music scam mM With a very immersive vie , and some real heart: 

ptt j ne 
so pretty funky. Honest. pounding action, DefCon 5 1 like it could be a mega hit. 


opment for the past 18 months, it's now very close to completion and will 


With any luck, we'll be bringing you the full low-down on 
ring in Play very soon. 


DefCon § next month 


Johnny Bazookatone: One of the E" 
most colourful PlayStation games 
we've seen to date. Smart. 


Johnny Bi | ] 
He's a Rock 


SCIENTISTS SAY WE ONLY USE 
1/8 OF OUR BRAINPOWER. 
FIND OUT WHAT THE OTHER 7/8 IS FOR. 


SONY HAS LAUNCHED THE PLAYSTATION POWERLINE, 


A TOUCHTONE SERVICE OFFERING YOU GAME HELP, HINTS AND TIPS, 
TECHNICAL SUPPORT, SET UP ADVICE, AV ADVICE, 
RELEASE INFORMATION AND COMPETITIONS. 


POWERLINE 0881505505 z*2 
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nbeknownst to us at the time of the review, but Striker '96 is 
Ho multi-tap compatible. Sorry, but at the time we were unde 
the impression that Sony was going to make damn sure its 
forthcoming Total NBA '96 would be the first commercially-available 
multi-compatible game. The multi-tap device, by the way, allows up to 
four people to play a game simultaneously on one PlayStation, or eight 
people with two machines linked up. Only develapers ot them at 
the moment, so, obviously we weren't able to test the game for this 
fa t '96 developer Rage kindly offered us a loan of their unit 
t d we've now decided to upgrade the score for our 
C footy game to a stonking 9196. 

And, by the way, what the hell was that review in (RayStation Pus — 
ed) all about? All you do is whack the ball up the field and smack 
the comer my arse. Play it for a while and you'll notice t 
System allows you to set up passes in advance of receivi 
VOU can set up some pretty nifty one touch passing. And 
your lot 23-2 at International Superstar Soccer. So you K 
about footy, people. 


Ad watchdog 
conquers Virgin 


irgin’s recent advertisement campaign for the PC game 
V. ommand & Conquer, was recently censored following 
complaints upheld B the Advertising Standards Authority. The 
game, a cerebrallysthallenging strategic war-simulation, used 
headshots of infamous and notorious political and military 
figures including such celebrated dictators as Hitler, Jacques 
Chirac and General Rako Mladic, to advertise the game with the 
slogan ‘PREVIOUS HISH SCORES” 

Why are we bothered? Well apart from the fact that Jacques 
Chirac has forced Virgin to cover-up his picture (maybe it was a 
bad likeness or maybe it had something to do with the nuclear 
mushroom cloud behind his head), we've heard whispers that 
this devilish game will be appearing on the PlayStation 
sometime next year. No doubt Jacques will abstain from actually 
buying à copy... 


escrib classic 3D platform game with state-of-the-art 3D 
Dat Mets and characters’, Time Commando is the forthcoming 
arcade-adventure game from Electronic Arts. Inspired by thé classic 
game Commando, Time Commando takes you into a future World where 
computers, running at light speed, are no longer fast enough. The 
solution is to locate the computer core in other dimensions where time, 
and hence light speed and ultimately the computer runs faster 

As an improbable hero, an ordinary computer repair man gets 
trapped in some strange temporal time thingy, and well, you are that 
man and your mission is to travel through space and time to get to the 
computer core before anything nasty happens. The game iS Set over ten 
different time zones, from prehistoric to Samurai ruled japan, and 
contains an assortment of weapons and characters to encounter 

Time Commando is scheduled for release in February 96. For now. 


ON 


ews has emerged from deepest Birmingham of two new 
forthcomin yStation releases. The first, Onside, is a 
football mbines elements of arcade football 
action, and a management side to exert your expertise in 
making tactical decisions in transfers, training and more, 

Featuring multiple camera angles an extensive range of othe tures, 
Onside is being developed by the lead programmer respo r the 
concept of the rather good original Striker. Publisher of thé ent Telstar 
has already moved in to sign up the publishing rights. 


The second game we've heard about is Aftershock, a 3D helicopter shoot 
'emeup combining elements of frantic arcade action and strategic 
Manoeuvres. Aftershock is to feature including multiple weapons, texture- 

mapped helicopters and glorious 3D graphics, 


and also a two-player option that can be 
played head-to-head or co-operatively. 
Both games have been developed by 
Elite subsidiary Motivetime and both 
are set for release during the ist 
quarter of 1996. Yeah, right. 


. With top titles such as Air 
Combat, Warhawk and 

n Aftershock, the PlayStation's 
flying high! 


IF YOU WANT MORE VIOLENCE ON T.V. 


ede. 


STICK THIS-GRENADE IN YOUR "PLAYSTATION" 


: 
E . . .blews the roof of ‘Doom’ genre” 
= Ra H te c 2- | 1 
PLAY & 


“Pure arcade frenzy over a massive variety of levels, 


AVAILABLE 


. c LÀ LÀ | 
combining pumping 3D action and awesome NOW! 
T"munrt ,firepower. This is exactly what we want." 
de GamePro =  . 
i d Be TELSTAR ELECTRONIC STUDIOS LTD = d 
| The Studio 62°64 Bridge Street, Walton On Thames, Surrey KT12 1AP PlavStation 
a TAT 7 Tel: 01932 222232 Fax: 01932 252702 y 
i £z Email; 100622.3702@COMPUSERVE.COM 
Electronic Studios ^A and “PlayStation” are rodeno aay Compólter Entertainment! Inc." 4 
4 . 
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et in the year 3037, where television is @ mo-holds- 
Celi kinda entertainment medium, Star Fighter 3000 
involves you playing squadron leader in a reaMife 
televised battle. In Star Fighter you must undertake 
various missions, but also tactically control the rest of 
your fleet to enable you to execute your adventurous 
manoeuvres successfully. 

Star Fighter 3000 is being developed by Krisalis 
Software for Telstar Electronic Studios (publishers of Lone 
Soldier, On pages 20-23) and is scheduled for 
release. le during Spring next year. 


know, | know we said it was going to be ready 
on month. Well, that’s what we'd been promised, 
anyway. Production delays have held it up and. we 
wanted to make sure we reviewed the absolutely 
final version, so we'll be reviewing it next month. 
It's still got multiple viewpoints, and a full, 
actually quite good, commentary by John 
Motson, and we're still looking forward 
to reviewing it. 


PlayStation version boasts the full complement of 75 levels in 
one package. Top stuff Bullfrog! It's supposedly going to be ready 
by 31st March 1996, priced at £44.99, but the way releases are 


by Bullfrog Productions is to be 
Bigger than the original. Other versions of 
— game came with 50 levels to complete, and 
"M data-disc, Hidden Worlds, to add another 25. The 


going at the moment, we'll believe it when it happens. 


t, the much-anticipated cross-over 


a 


Myst clears for 
Sony Interactive 


escribed as "a 
festival of 
ambience, with 
graphics so visually 
stunning they redefine 
the entire concept of videogaming" 
Myst is the forthcoming 
puzzle/adventure/exploration game 
from Sony Interactive. 

“Myst” is actually a book, which 
when read, transports the readers 
what is the | world of MySEBERIÉ 
game ta ON a trip into a hazy 
world of m and intrigue where 
you must explore the land and delve 
into the story of the island that is 
Myst, to find out the truth about why 
you have been summoned there. On 
other platforms people have either 
loved it or hated it, so it'll be 
interesting to see what the PlayStation 
version's like. It's (currently) set for 
release on 24th January 1996. 


EESE. : 
) vs pent x e 


Ld 


vast err... i 
AU is : a 


hurtling towards 
the Imperial 
Planet Delvar Ill. 
This hulksome 
hulk-thing must 
be boarded and 
somehow diverted from its current apocalyptic course 
in order to save the planet from certain destruction. 
As the leader of the Blood Angel Chapter of Imperial 
Space Marines, it is your lucky day! You've been 
assigned the task to battle the hulk's occupiers, the 
Genestealers, i.) order to shut down its engines and 
prevent the destruction of your civilisation. Yup... 
Space Hulk Il is coming to the PlayStation . 

Space Hulk Il is an advanced Doom-style game, 
ith a fully immersive 3D environment. The game is a 
feation based on the Games Workshop cult 
Combining elements involving strategy, arcade-action 
and adventure, Space Hulk I| should be a game to 
look forward to. The PlayStation version should be 
released sometime during the first quarter '96. 
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the standard control pad for your PlayStation? 
i Sanki have released details of two new control devices 


< 
ly designed for fast fighting combat games. The first pad, the 
2 Way Fighting Commander, has an arcade style button placement, 

bs with two mapping options to allow flexibility between different 


games. The pad is set to retail at £21.99. 

The other controller, named Fighting Stick PS, is a proper arcade 
style joystick system almost as large as the PlayStation itself. This 
beast of a joystick iS Specially designed for real arcade-freaks that 
love bashing away when playing games. The Fighting Stick is set to 
retail at £44.99. 


Not so Agile 
Warrior slips 
to '96 


irgin Interactive E 
Warrior has bee 
meantime we thou 


news 


Company Vitae 


ouldn't it be nice never to get ripped 
off by a software house? For all 
games to have been properly invested 
in, released without being rushed and 
over priced? Those the words that kick off 
this column with every month, just so you 
know the score. At Play we're doing our bit 
to keep corporate UK honest. We'll air the 
soiled laundry if it needs it. 


ELECTRONIC ARTS 


Electronic Arts 

Name: Electronic Arts 

Age: 13 

Mission Statement: Nah, too hippy for that 


Corporate File 2 - 


Electronic Arts? That's a bit of poncey name for a games firm, isn't it? 

“Where have you been? These days, whenever you splash out £40 of your hard-earned on the 
latest next big thing, you're not buying a game, you're acquiring a slice of interactive 
entertainment." 

Interactive entertainment! | thought that was something you find on a newsagent's top shelf? 
"That's not the half of it, get this, the firm calls its programmers ‘artists’, although you might 
expect that from a firm founded by somebody called ‘Trip’ Hawkins" 

Trip? As in LSD? What is he, a hippy? 

*Play couldn't possibly comment. But he did jack in his job as boss of a successful multi, 
multi-million dollar grossing publisher to chase some dream of creating a universal gaming 
standard that would feature all the latest hardware components which all the developers 
would love and then devote all their creative energy to producing the best games ever for. 
Did it work? 

*He set up 3Do." 

Ah. 

"Yes, it was a nice idea, but never that likely in the Japanese billion-dollar conglomerate 
world of video games hardware. Especially when your games console costs twice as much as 
theirs. 

Trip's gone from running a software firm making multi-million dollar profits to a hardware firm 
which recently reported multi-million dollar losses. And all in a few short years." 

Ouch. But what about Electronic Arts? How've they got on without this Svengali figure? 

“Well they made $55.7 million last year from major hits such as FIFA International Soccer, 
FIFA '95, Madden '95, NHL Live '9s, Wing Commander Ill, Magic Carpet, Little Big Adventure 
and Theme Park, and were wise enough to buy two of the best developers in the industry 
(the multi-ECTS award winning Bullfrog and Origin), so they must know what they're doing. 
Actually, in our view, they've been the undisputed number one games publisher in the UK for 
at least the last few years. Mind you, there has been some dispute over their top dog status 
lately." 

Go on. 

“Well a recent report from a city analyst said that Virgin, the firm we did last month, has just 
overtaken them sales-wise. 

Bet they didn't like that. 

“Not much. EA's man in Europe, David Gardner, rang up the games industry newspaper CTW 
to complain when it ran a story on the report. Basically his line was ‘Shucks, that just ain't 
so, We're number one! We're number one!' He is American after all." 

So, who's the best then, EA or Virgin? 

“Ouch. We have to talk to these people you know. 

Answer the question! 

“OK, OK. (deep breath) Well, on the PlayStation, so far, neither. Wipeout-publishers Sony 
Interactive have stolen a march on the rest of the major-league players. Virgin and EA haven't 
really got going yet. 

But there's lots to come yeah? 

*Too right! The Bullfrog-designed Theme Park, as well as the PlayStation version of smash 
Neo Geo classic Viewpoint. are now just about in the shops and joining them over the next 
few months will be the likes of FIFA Soccer '96, Wing Commander lil, NHL '96, Madden '96, 
Road Rash., Space Hulk, The Darkening, Hi-Octane, Syndicate Wars and Magic Carpet. Not 
bad, eh? 

So, is it a brand name you can trust? 

If it’s a sports game, or sub-branded with the legend Bullfrog or Origin then definitely, 
otherwise... maybe. 

Most likely to 

“Release (fill in blank) '97 in time for Christmas next year." 

Least likely to 

*Win multi-ECTS awards with non-Bullfrog designed games" 


PLAY magazine December 1995 


| magazine December 1995 


Shellshocked 
to the core 


say up therein Derby (hey, 
e. in Bournemouth), 
Core Design is working on 
a couple of hot PlayStation 
projects. Shellshock "ain't 


have to rid the city g jan decay that 

is slowly eroding the of your fellow 

people. Sounds gagga 
Firestorm: Thugllélfiawk 2 is a new 
icopter game Being developed for the 

station. The game is the sequel to the 
t) Mega-CD hit, Thunderhawk, hence 

he name, and takes you on an 

arcadey flight into the world of SAMs, 

AMRAAMs and other 

unpronounceable acronyms. Claimed 

to have groundbreaking 3D scaling, 

with multiple camera angles, in- 

game speech and a thumping rock 

soundtrack, Thunderhawk 2 sound like 

it might just be rather good. Both 

Shellshock and Thunderhawk 2 

should be ready for review 

next ish. Hopefully. 


learly finished World Cup Golf. It 


features some very Infor 
handy tips for play. 
Everything is controllable, from the golfer’s sta 
gauge even has a percent 
ball at the correct page 

0 4t Gr ERN "ut 


Sunt» any 
Galés@ «05 176 405 


contains Silicon Grageiesiiamdered fly dilBiAseouen: 


velbdrawn pitch graphics and an arcade-style control 


to ball-spin and the swin 
ge marker that can be used to help you hit the 


The game is based Ihgilyatt DoradiliBeach course in Puerto Rico, and 
and stills. World Cup 
Golf should be aviani imime for dimas and reviewed next ish. 


od, has some very 


g 


lectronic Arts and Origin have announced 
E. alliance with Jane's, the military 
publishing giant. Jane' s Information Group 
is well known for its reference books on all 
things military, including aircraft, artillery 
and armour. EA and Origin will have agcess 
to Jane's awesome library of informatigmefor 
five years through their contract, ang | 
producing authentic Simulation titless 
the new brand name, Jane's Combate 
Simulations, 

Origin's Andy Hollis, and EA's Paul Grace 
will be Wo of the first develgpers making 
use of the military archive. Between them, 
they are responsible for games such as 
Gunship, F19 Stealth Fighter, F/A-18 
Interceptor and 688 Attack Sub. The alliance 
should provide them with information to 
make their latest projects, Hollis' AH-64D 
Longbow and Grace's Advanced Tactical 
Fighters, and future projects the ultimate in 
military and combat games, with real 
military data. Look forward to some real 
action soon. 


R Sports is the 
new sporty label 
from Interplay 
Productions. "At VR 
Sports, v 
gaming seriously," saic 
Broome, VR Sports' Marketing 
Director. (unlike everybody else 
with a sports label we presume). 
Their first release will be VR 
Baseball '96, a real 3D game using 
motion-captured players for the 
ultimate in realism. The teams are 
real, the players are real, the 
statistics are real. The play takes 


2 take sports 


ial Fieldvision’ 


plac | a 360? 'Virt 


that supposedly immerses the 
player right in the action. Interplay 
claims that VR Baseball '96 should 
be the closest experience to the 
real thing you can play on a 
console. We'll see. 


V SONY [Nintendo IBM PC NEC MATARI SNK 
COMPUTet 


(OI7l) 636 2666 


SKChany 
=> Cts) )): 
Check out our funky new Website: http://www.cex.co.uk/cex/ 


OH BAY dH BOY OH BOY! 1 CAN'T WAIT SORRY TOBY YOOR LITTLE BROTHER'S WATCHING 
TO TRY OUT MY NEN SONY HIS FAVOURITE PROGRAMME. You'tL HAVE 


PLAYSTATION ! 


: nog wm AH av .. 
"I JUST BOUGHT IT FROM THE 
BEST GAMES SHOP IN THE KNOWN 
ee ree - THE COMPUT 


THEN BINKY HAD AN IDEA.“ ( “THERE'S ANOTHER ONE" SAID 
(C'MON GANG“ HE SAIO.” LET'S) ( HENRY HEDGEHOG. Fere. ay 
METHODICALLY COUNT ALL THE $ ) MAKES iT S1X THO X 

DAISIES IN THE MEADOW, ONE J | FOUR HUNDRED AND NINETY 
'" ANO SO, THEY ALL TWO”. SAID BINKY.” BUT — * 
THERE'S STILL MORE TO GO 


YOU DON'T MIND IF 1 FINISH 7 
WATCHING ME SOAP OPERA 
FIRST, DO YOu’ L MEMORISING THE 
PHONE BOOK Vct 
GIVING MEA 
HAND? 


uw 


NN 


me 
i 


HEY! PRISON AIN'T SO BAD! I've 
GOT MY PLAYSTATION ,AND 1 CAN GET 
Au. THE GAMES IWANT FROM THE 
COMPUTER EXCHANGE ORDERING 


SERVICE - AND Tet Let ME PART n 


- -2al 


THE COMMUNAL SHOWERS AREN'T GUTE 
AS MUCH FON, BUT WE WON'T GO INTO 


VISIT OUR GAMING BRANCHES: 


{ T\e } 2 L 
X UM X te! 32 RATHBONE PLACE, 282 STATION ROAD, HARROW, 
MIDDX, HA1 ZEA 


E 5 
a 4 hi > Qi 
- 3 LONDON W1P 1AD 
OPEN 7 DAYS A WEEK OPEN MON - SAT 
(0171) 636 2666 (0181) 427 5800 


We're the bloody best. 


MANNERINGS HACKS/TIPS/CHEANS/CODES 
PAI 5 adhd WIN AN CONSOLE GAMES WITH 


SONY PLAYSTATION SOFTWARE TH È CONSO LE A E Ue LI N E 


Battle Arena Toshinden £41.99 Wipe Out £41.99 

Destruction Derby . . £41.99 Theme Park £37.99 0891-318-400 ......|NFORMATION LINE & INDEX 

3D Lemmings £39.99 PGA 96 £37.99 0891-318-401 ......SONIC 3, FULL SOLUTION & CHEATS 

Ridge Racer £41.99 FIFA 96 £37.99 0891-318-402 ......BATMAN FOREVER 

Rapid Reload £38.50 Wing Comander Ill. .£42.99 0891-318-403 ......STORY OF THOR 
This is just a small selection of our huge range of PlayStation 0891-318-404 ......GOLDEN OLDIES, GAMES OVER 6 MONTHS OLD 

Software. Please call for other titles or our Free Catalogue. 0891-318-405 ...... SONIC I! & | HINTS, TIPS, CHEATS 

CWDIS d Ro PAUPERI RT 0891-318-407 ......NEW RELEASES LINE, CHEATS HELP TIPS 
Sony PlayStation inc. Joypad £299.99 = 0891-318-408 ......MEGADRIVE CHEATLINE (LOADS oF GAMES HELP HERE: 

[fren Memory Card £22.99 Control Pad £24.99 [EAN 0891-318-409 ......SEGA SATURN/CHEATS, TIPS, HINTS 
MAIL ORDER’SAME DAY DESPATCIPENPORT mom MESCUESIO:-CANNON FODDER ALL THE CODES 

Name and Address.......... : 0891-318-411 2 PLAYSTATON, CHEATS, TIPS, HINTS 
COMM DEAN CO ARE - IP KR INDE aie cag j 0891-318-413 ......MORTAL COMBAT Ill, CODES, CHEATS, TIPS à MOVES 
Payment Method reba sae Mi "ese d to Mannerings 0891-318-416 ......PLAYSTAION, CODES, CHEATS, TIPS 
Us p Su cuti Con uM HR SENE wien NO MUSIC, WAFFLE & TIME WASTING, JUST STRAIGHT TO THE HELP 
Postage £1 50 per Parcel. Hardware £5. 00 Add postage £ KTE EEA PLEASE HAVE PEN & PAPER READY FOR INFO 

Total Order £..... NUM e Ir vou ARE UNDER 18, F “ASK PERMISSION TO USE THIS SERVICE, 


Please send a Free Catalogue A 


CALLS COST : CHEAP & 49P PER MIN PEAK 
HOME GROWN PRODUCTIONS LTD, PO BOX 193 naYES,MIDDX. 


Phone. Post or Fax orders to 
Mannering Sound and Vision. 21/22, Station Parade, Northholt Road, South Harrow, 
Middx, HA2 8HG Tel: 0181-422-2070/2778 Fax: 0181-423-8567 


| t) These have made us one of the largest nere Dr oes 
of computer software in the country today! NAT. 
K GAMES NOVASTORM.... £36.99 ACCESSSORIES 


Orr WosiD INTERCEPTOR ...£CALL 


3D LEMMINGS 111 R36.99 — Pysoonss gcall FRE TuRBO Jovap - 
ACTUA GOLF... CALL PGA Go 96... £35.99 — REPUCA SONY JOYPAD WITH EXTRA 
parci cq a NS RAYMAN cessere. 35.99 — TURBO-FRE, AUTO-FIRE AND SLOW 
Or REO HET RecA £3699 MONON ruscnons...... £17.99 
Fire PSX JOYPAD - 
Discworto ....E36.99 oe soto heap m 2 im dic SONY JOYPAD AT 
EreventH Hour £CAlL c MADE A XX £36.99 ALMOST HALF THE PRICE .....£ 14,99 
EXTREME SPORTS £36.99 S ERT Moue £32.99 Official SONY JOYPAD..... £23.99 
UMPING F raO LINK CABLE £23.99 
8 Me Tue Bic ; "P3 9» c * Bs eee = pa MEMORY CARD ..............£19.99 
— — yo AEN O Srp A ETT ETERNI TL TIS H 
comes complete with demonstration AN $ ° "T TOTAL Easa N Ue CALL MOUSE eene B23,99 
CD showing 5 top selling games, one $ Maen 996 895.99 VEW PONT... £35.99 MULT TAP oes CALL 
control pad and an RF cable. WARHAWK ......2. £36.99 ACTION REPLAY. ........ s CALL 
NBA Jam T.E................£32.99 UNIVERSAL ADAPTOR £CALL 


QUR KEEN PRICES, WIDE CHOICE AND COMMITMENT TO CUSTOMER SERVICE HAVE QUICKLY TURNED GAMEPLAY INTO ONE OF THE LARGEST 
SUPPLIERS OF GAMES AND COMPUTER SOFTWARE IN THE COUNTRY. WE SUPPLY GAMES FOR MOST FORMATS INCLUDING MEGADRIVE, 3DO, 
SNES, Saturn, Lynx, Erc. WE ALSO OFFER A HUGE SELECTION OF SOFTWARE AND PERIPHERALS FOR PC'S FROM GAMES TO 
ENCYCLOPAEDIAS, MOUSE MATS TO STEERING WHEELS. PLEASE CALL FOR A COPY OF OUR CURRENT CATALOGUE. 
qnorum ramas XI. a, O i ru uM ui ERE 


SALES HOTLINES 


OPEN SEVEN DAYS A WE 


la Sx Cut Out This order form and post to: GAMEPLAY, UNIT 11, BARDEN CLOSE, BATLEY, W. YORKSHIRE WF 17 7JG. 
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b. CREE E 0 7] £ 
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cGames 


This is the main bulk of our magazine. The pages you’ve been 
waiting for. The games, the whole games, and nothing but the games. 


This section is broken into two main categories. 


Work Evaluation 


stations 


If you bought Issue One you'll have noticed 
that Play is not stuffed full of space-filling 
previews. In fact, our policy is exactly the 
opposite. Instead of trying to cover everything 
parrot fashion, we believe in quality not quantity. 
Therefore only the biggest up and coming 
releases are spotlighted in our WorkStations for 
early attention. First screenshots, artworks, even 
behind-the-scenes chats with the development 
teams, ensure that our readers receive the most 
informative and comprehensive looks at the next 
big PlayStation games 


Guaranteed! 


This month's 
promising new kids 
on the block are: 


NHL '96/ 
Madden '96 ` 


Waterworld 


Doom 


Krazy lvan 


Tilt 


The most important and brutal 
section of the magazine, Where 
finished games are put through their 


[ | | 
paces by our team of PlayStation pros 


At the end of each review every title 


will receive a totally honest and Unbiased Played rating. And believe me, we dor't pull any 
punches. As we've said before, the only people we answer to are you 


n Play, games are rated on looks, sounds 
and also value for money, Any game 
priced at more than £40 had better make 
sure it delivers big-time or we'll want to 
Know why not. The writer will also add an extra 
Category, particular to that game. Some of these will be fun, 
some may give an important hint at a particular feature of 
the product itself. 

All of these categories are marked out of ten and are 
followed by the Played score, which is judged entirely on 
how much fun the game is. This is rated out of 100, and 


breaks down like this:- 


These 
4- 100 games are 
exceptional. They're fun, stay 
fun and are groundbreaking. 
They're also marked with a 
coveted Play PLUS logo. 


8 Games we 
-93 recommend. 
Fun, lasting, value for money, 


but not necessarily hugely 
original. 


8 o 8 Games that 
er 4 maybe one 
member of the team would 
score at 85+, but the others 
don't really feel is worth 
splashing out over £40 on. 


Games that 


70-7 are 
entertaining, but we don't 


think have lasting appeal OR 
games that are above average 
but slightly flawed. 


6 Average 

5 x 7 0 games which 
may appeal to fans of the 
genre but should be avoided 


by everyone else. 


Just not good 


0-64, enough. 


reviews 
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This 
month's 
new kids 
on the 
chopping 
block are 


Lone Soldier 

Prime Goal EX 
CyberSpeed 

ESPN Extreme Sport 
Twisted Meta 
Hebereke's Popoitto 
Starblade « 

New Jap 

Pro Wrestling 

Off World Interceptor 
Viewpoint 

PGA Tour '96 

Air Combat 

Goal Storm 
Philosoma 

Total Eclipse 


Hermie Hopperhead 


King Bowling 


Twinbee Deluxe 
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Studios 
® Customer support: 01932 222232 
bd Expected price: £44.99 
ky Expected when: November 30th 


ğ Publisher: Telstar Electronic 


So you 
reckon 
you’re hard 
do ya? 
What 
lengths are 
you willing 
to go to 
prove it? 
Ok, never 
mind the 
bollocks, in 
short, are 
you man 
enough for 
Lone 
Soldier? 
Ryan Butt’s 
up for it big 
time! 


oad up your guns, 
fire yourself up and 


“* pump unlimited 

rounds of ammo inta 

» lecherous scum that threaten 
our livelihood. A promising scenario? We 
think so, and as chance would have it, 
that'ssexaetly what you get to do in 
Teistar's very first PlayStation outing. 

/ In Lone Soldier you decide the fate of 
a stappingmuscle-bound squaddie that 
ookS-as though he could take on a 
whole battaliOn... and win. He has been 
personally selected by the US 


government to track down i 


nuclear missile seized by a band of 
merciless bounty hunters aided by 
beings from another planet. Oooo-kay, 
sounds reasonable enough 
These gangsters aren't your usual 
Sunday afternoon ram-raiders though 
they've lodged themselves safely behind 
twenty levels-worth of trigger happy 
soldiers complete with big guns, tanks, 
helicopters, boats, and heavy duty 
lorries — they mean business. Let's be 
honest, not even Rambo, Arnie, Van 
Damme and Steven bloody Seagal put 
together would be able to infiltrate this 
lot. However, games have a nasty habit 
of contorting feasibility to rival even 
the cheesy standards set by 
Hollywood, and so in Lone 
Soldier anything iS 
possible. Can. yolirthick 
necked jock take a 
torrent of bazooka 
missiles without 
even swaggering? 
Süre. Can he run 
through battle 
fields which make 
the Somme and 
Sarajevo look like a 
school playground, 
and. still emerge 
unscathed at the other 
side? You betcha! Yes, 
but can he infiltrate an 


reviews 


ith four hefty 

killing devices 
at your disposal, 
plus a healthy stash 
of grenades, no one 
can accuse your 
soldier of being 
unprepared. Here is 
his arsenal in full: 


Uzi 

This is your standard 
weapon. Jt has 
unlimited bullets and 
can pick targets off 
from some 
considerable distance. 
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Rocket Launcher 
Unbeatable at long- 
range obliteration, 
some line it up, pull 
the trigger, and watch 
them fireworks fly in 
the distance. 


alien Space craftywipe the savage extra > Dont ask us why the 
terrestrials out in one foul swoop and chiselled-jawed jock is 
Still return to Earth in time for a cup of stopping a train, but 
tea and a slice of cake? Of course he this is one of the many 


can,.do you know FMV sequences. 


why? Simple, this is 
the nineties 
equivalent to the 
classic coin-op, 
Commando, and it’s 
destined to become 
somewhat of a classic. 
Set in a picturesque 
(at least until you arrive 
it is) 3D landscape of 
forests, rocky roads and 
mean city streets. Lone 
Soldier fires you up with 
some brilliant rendered 


Flame Thrower 

Its range is limited, 
but by holding the 
button and spinning 
around, this will torch 
everything in the area. 
Bring marshmallows 
campers! 


Y In Lone Soldier, if it moves, 
destroy it, that boat is no exception. 


Assault Rifle 
Slightly better than 
the Uzi in power and 
effectiveness, watch 
those bodies drop 
teeny bands as you 
dish out the justice! 
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Here are some of the 
crates which drop 
down into the game via 
parachutes during your 
mission. Some will give 
you extra ammo for a 
particular weapon, and 
others will simply make 
you feel like a million 
bucks again. 


Extra Flame 


FMV and then 
quite literally 
chucks you into 
the thick of it 
with guns 
blazing, sweat 
dripping and 
teeth chattering 
(pull yourself 
together man!). 
A 3D version of 
Commando is one 
Way ofescribing the 
turbo charged gameplay, 
but if you had a deprived 
childhood and missed out 
on the phenomenal 
experience that)was 
Commando, let me put it 
another way. Your chunky 
soldier, high as he stands, 
walks into the level, kind 
of like Ridge Racer on 
foot. Keeping to the 
beaten track of a stony 
path that twists, turns, 
rises, sinks and splits, 
youre constantly bugged 
by a@ barrage of psycho 
Soldiers, rabid dogs, and a 
wealth of heavy-duty 
vehicles that can only be 
stopped by a couple of 
rockets somewhere you 
wouldn’t want to discuss 
with Grandma! 
As standard, your tight 
high ranks only issued you 


Extra Granades 


Extra Health 


Extra Rockets 


Full Health 


e did say that 

Lone Soldier had 
a high content of 
glamorous full motion 
video, here’s some of 
the best bits: 


with an Uzi for defence and debauchery, 
but as you rip through the canyons 
offing squaddies and laughing insanely 
at the blood-curdling screams coming 
from torched tanks, you can find 
bazookas, flame throwers and assault 
rifles laying idle begging to be used. 

These only last for a limit period 
thauigh, so you must use the ammo 
Sparingly — and for gawd’s sake don't 
face any of the bosses without them! 

With a scenario as simple yet so 
utterly compelling as this, there's no way 
you €ould go wrong, and Telstar lenmow.ils 
OK so maybe a split-screen two player 
game would have goneidowm a storm 
but then again, Lone Soldier And His 
Mate doesnt solind the same, does it? 

This 1S exactly What the PlayStation 
needed, We Were getting a little worried 
by the endless stream of racing, fighting 
and sports games landing on our desk - 
what happened to good Oldemindless 
violence? This correspondent is happy to 
report that on the maiming-front Lone 
Soldier more than delivers the goods. It 
also boasts graphics that blows most 32- 
bit software away. Speaking of which, 
this is a game that will really get the 
heads turning and the tongues wagging. 
The real beauty is the animation, your 
G.l. Joe struts around like a good ‘un, 
and ¢an.break into a run with the push 
of a button. Everything moves-so 
Smoothly and the perspective is 
Constantly swaying to and fro. The visual 
effects as you scale hills and dash down 
slopes makes for riveting viewing — just 
make Sure you keep a cup handy to 
Collect the dripping dribble. 

The sound effects add to the 
atmosphere by incorporating agonising 
groans, amusing speech (“Ahh ya got 
me!"), and dodgy panting, that is if the 
constant drone of psychotic gun-fire 
doesn't drown them out. 

Usually the danger with games such as 
this is that due to the repetitive nature, 
you Often find that boredom sets in after 
a few days play. In Lone Soldier’s 
defence | can only say that we were 
playing this none stop since it arrived 
(late!) in the office, and being the 
malicious squad of sadists that we are, 
there was certainly no sign of US@getting 
fed-up. It may just be a 3Dsserolling 


> “Dance punk!” The 
red ninja poops his 
pants as the man with 
no name engages in a 
playful mood whilst 
brandishing a flame 
thrower. 


* “Excuse me mate... 
have you got a light?” 

Famous last words from 
the naive boat patrol! 


shoot 'em-up, but the terrain's vary so 
much in style and content that you'll 
constantly keep bagging bad guys just 
to see where the action switches to 
next. | personally thought that the alien 
twist was a bit too much for sane 
gamesplayers to take in, and seeing 
Your bloke strutting around a flying 
Saucer offing a Varied mix of Martians 
Was a bit hard to Stomach. Don’t let this 
bad Dynasty -style sub plot put you off 


though, this is a class title which is à 

frighteningly hard, genuinely fun, and LJ 

when the initial-acrid smoke clears, still 

leaves a game and a half standing. O 
verdict 

Looks: 

Sounds: BEBBREBENN 


Body Count: SEHSH00008 
Value: HELLITTTTT 


Played 92% 


You'll never walk alone 


reviews 


E” Soldier is all about a gang of ruthless 
psychos that have pinched a US missile, 
and are threatening the world if certain 
conditions are not met. Here they are, and if 
they offer you a lift...leg it! 
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information 


LJ Design team: High Score 
Entertainment and EA 
Advanced Technologies 
Lj] Team leader: Rob Martyn 

( ) Where at: 60% complete 

LJ Target release: Madden '96 

~ December, NHL '96 - March 


LJ Publisher: EA Sports 


Just about 
the two 
longest 
running 
sports 
themes in 
video 
games 
history are 
about to 
plug into 
the Play- 
Station, and 
hopes are 
high that 
they'll be 
something 
special. 
Ryan Butt 
shares the 
general 
enthusiasm. 


workstation 
PLAY} 


- a match made in hea 


hink Mega Drive and 

you automatically 
think Madden right? 
How could you not? Okay 
so the big guy complete with 
robust tum and glistening white locks 
may not be in the same league as Sonic, 
but he certainly had more games to 
boast of (six including Madden '96). His 
is always the name that springs to mind 
when searching for the definitive gridiron 
sim — the only problem was that with 
each new year came a completely new 
game, and hence, more parting of cash 
for the die-hard fanatics. Can we expect 
more of the same? Is fat John about to 
try the same old trick he flogged for six 
years on the Mega Drive, or is 
PlayStation Madden '96 going to be a 
one-off blaze of glory that couldn't 
possibly be bettered? We think perhaps 
that John, like the PlayStation, is going to 
be around for a very long time to come. 

Nearly as old as the proverbial hills is 

the less followed theme of the ever- 


evolving NHL Hockey series. As gaming 
veterans may recall, this saga began 
again on the Mega Drive back in 1991 
with a very quaint, but highly playable 
game called EA Hockey. It was, and still 
is, the best of the bunch in my opinion 
as it featured nothing but hard-core goal- 
slotting, player-maiming action, and 
wasn't bogged down with stats and 
superfluous extensions. 

However, the wind of change has 
swept through the games industry like 
one of Bernard Manning's farts, and 
inevitably, both games are in for the re- 
hash treatment as they stand-up, brush 
themselves down, and prepare to stroll 
out into the PlayStation spot-light for the 
very first time. 


Getting away with it 


Before we put Madden '96 and NHL '96 
under the microscope, we wanted to 
know exactly what EA were entitled to 


after pitching for the various licences 
attached and forking out loads of 
sponds for the pleasure. For this 
information we spoke to Clive Downie 
at Electronic Arts UK who was only too 
happy to fill us in. "The Madden 
product involves a lot of licences 
including John Madden himself, the NFL, 
NFLPA (the player's association), NFL 
films and an agreement with Fox TV 
which allows us to utilise their 
presenters and program format. This 
ensures an authentic broadcast feel to 
the product — in fact it has even 

been referred to as an ‘Interactive 
Sunday Afternoon”. Quite! 

Clive went on to say: “John Madden 
is personally involved in the design of 
the game. He is one of the definitive 
authorities on American Football — 
having been a professional coach. He 
assists the team with play strategies 
and team movement — ensuring that the 
artificial intelligence simulates the sport 
in the most realistic way." 


> That's Jim Everett that is, | think he plays for New Orleans now though. 


«í The Montreal Canadiens stand around having a chat, tiring game Ice Hockey. 


Y At the end of the day, it's still all about getting the puck in the back of the net. 
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p hot on the heels of Madden in terms 
of longevity comes the faithful troop of EA 
hockey sims. Here is the complete collection: 


Game Name System Date of 
Release 
EA Hockey Mega Drive 1991 
NHLPA '93 Mega Drive 1992 
NHLPA '93 SNES 1992 
NHL '94 Mega Drive 1993 
NHL '94 1993 
NHL Hockey 1993 
NHL '95 i 1994 
NHL '95 1994 
NHL '95 Game Gear 1994 
NHL '95 PC-CD 1994 
NHL '96 Mega Drive 1995 
NHL '96 SNES 1995 
NHL '96 Saturn 1995 
NHL '96 3D0 1995 
NHL '96 PC-CD 1995 
NHL '96 PlayStation 1996 
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A This is the first one of the NHL series to adopt the F/FA-style 3D 
isometric viewpoint. It's smart, isnt it? 


Y NHL on PlayStation is still at an early stge, with work continuing on 


the modelling. Here the team have been morphing a seal into a goalie. 


Basically, the NFL licence allows EA 
Sports to use real team names such as 
the Dallas Cowboys, Miami Dolphins etc. 
and well as the team logos. The NFLPA 
licence allows them to use real player 
names and likenesses, and the NFL Film 
licence gives the company unlimited 
access to the complete archives of NFL 
footage over the years — which has been 
used to create the full motion video 
sequences that run in the product. Could 
you ever imagine so much paper work 
being involved in a game?! 

NHL '96 is slightly less involved. To 
create this, all EA Sports needed was the 
NHL and NHLPA licenses. 

Clive then went on to boastfully say 
“All these are licensed by EA Sports from 
the respective leagues. At the end of the 
day they won't give their licence to a 
company that won't do it justice." 
History just about bears him out. 


Great Expectations 


So just what can the bright-eyed gaming 
public expect from the '96 versions of 
EA's ageing flagships? Virtual Stadium 
technology, that's what. This gives the 
player a full representation of the action 
anywhere on the rink, pitch, field or 
whatever, you're there in the thick of it 
with the best seat in the house. Action 
that lets you play from any angle be it 
down on the sideline, up in the air, from 
the corner, in the blinkin' Royal box - 
you name it, you can be there with your 
popcorn and tacky baseball cap chanting 
cliched chant upon cliched chant. 

The players themselves have all been 
motion captured to get the best 
movement possible, that looks even 
better than the real thing — presumably 

EA Sports had to make the best 

possible use of their expensive 
NFLPA and NHLPA licences to 
avoid a severe grilling by the 
head honchos! 


This makes for truly mind-blowing 
realism that doesn't necessarily have to 
be played, you can just sit back and 
imagine that you're actually there taking 
in game or two (although for added 
realism you have to invite a friend to dig 
their shoes in your back and catch the 
squirts off a dodgy hot-dog!) 

Madden '96 looks set to stand at the 
pinnacle of PlayStation gridiron games 
due to its sheer depth. After all, Acclaim's 
NFL Quarterback Club boasts many of 
Madden's impressive features, but, 
according to EA, only Madden ’96 will let 
you play through an entire season if you 
should so wish (and live that long!). Its 
TV-style approach and commentary will 
also make it appeal more to the goons 
that thrive on Americanism. 

NHL '96 also comes with a hamper full 
of enhancements. As well as the 
aforementioned views it has player 
shadows and reflections in the ice, logos 
chucked all over the shop to brighten 
things up, plus copious amounts of stats 
to take in and spew out. The difficulty 
level has also been enhanced beyond 
belief to make the whole affair more 
challenging to the average hockey nut. 


ss 


Change or die 


When interrogated on whether or not the 
PlayStation versions of both games 

would offer players elements that other 
systems wouldn't, Clive democratically 
stated that “The PlayStation version 
utilises the unique powers and features 

of the PlayStation. As does the PC CD 
version and all the other versions. 

Neither are better than the other ones 

all fulfil our goal 

of getting the —— 
best ice-hockey 
game from that 
particular 
format." Yeah, 
right, is what we 
Say to that. 


—— 


k IRD Ann NI t for their versions. Oh sod it, we're not scared of 
x 4 


z 


thiladelphiae 


. quabtarback 
“running, backs j T." cinning, backs 
" wid& receivers wide receivers 


‘offensive line aífensiva lina 


A Not bad! This is going to be the best animated, sexiest, 
toughest and roughest version of Madden yet. And it's ours. 


| suppose a multitude of different 
playing angles is in no way 
superior to just the one bog 
standard view offered by the 
lowely Mega Drive! 

For future versions of the 
Madden and NHL games, EA 
Sports are looking into what it is 
about sport that makes people 
tick. Thriving to enhance the 
passion and emotion of major 
sporting events in video games. "We 
can simulate what's happening down on 
the field — but we want to be able to do 
it so well that the player/viewer feels a 
part of the sport — even down to feeling 
totally devastated on losing or elated 
when winning". Come down to the Play Play can't help but feel a certain sadness. 


cardinals 


falcons buccaneers cowboys 


panthers lions eagles 


jaguars dolphins 


packers jets 


giants 


office and you'll see these emotions The familiar styles that both games have vikings redskins  seahawks steelers patriots 
running wild frequently during our late adopted for so long on their 16-bit reign 
night Striker '96 sessions! will be but a distant memory when we - 
As both games clap eyes on the innovative new styles 
wen near completion incorporated into the PlayStation 


respective change, let us at 'em! Now! 


release dates 


M. games have been around for nearly as long 
as the great man has been on this planet (sort of), 
so where did the ball start rolling? 


Game Name System Date of 
Release 
John Madden Football PC 1989 
John Madden Football Mega Drive 1990 
Madden '92 Mega Drive 1991 
Madden ’93 Mega Drive 1992 
Madden '94 Mega Drive 1993 
Madden '94 SNES 1993 
Madden NFL Football 3Do 1994 
Madden NFL '95 Mega Drive 1994 
Madden NFL '95 SNES 1994 
Madden NFL '95 Game Gear 1994 
Madden NFL '95 Game Boy 1994 
Madden NFL '96 Mega Drive 1995 
= ži Rr. SEE & =, Madden NFL ’96 SNES 1995 
Madden NFL '96 PC CD 1995 
A A virtually empty virtual stadium, well, a totally empty virtual stadium actually, It Madden NFL '96 PlayStation 1995 


looks absolutely drop dead gorgeous. Check out those lights! 
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W/aterv 


or those of you who Imagine if they'd been filming the 
haven't seen the film movie in Yorkshire... 
(or even have, but fell As you might imagine, an act like this 
asleep), here's the plot, is a hard one to follow, and particularly 
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Kevin Costner's Waterworld is 
the most expensive movie ever 


to be produced. Depicting a and indeed the basis for the hard for a computer game. Indeed 
game. Set in the future where the world getting the impressive visuals just right 

future where the Earth has has degenerated into a state of depraved has been the hardest part of creating 
existence, the two most valuable Waterworld the game, asserts Carleton 


been drowned by melted water commodities left on Earth are dirt (yes - ^ Handley, lead PlayStation programmer 
from the polar ice caps, the film soil, mud, turf, call it what you will) and for Software Creations. 


fresh drinking water. As food is scarce, 


portrays a bleak prospect of the demand for land and water to grow Wet nts 


produce on is incredibly high — so high, 


existence on constructed land- people are killing for it. 


You take the role of the Mariner (Kevin The project started about a year ago, 


masses, strewn over barren Costner), well for most of the time when Interplay decided to contract the 
anyway, and have to navigate yourself job to Software Creations, now famous 
waters. Asam Ahmad goes through the different levels (esed on for being signed up as part of the 
hunting for some aquatic actual film scenes) and thwart the plans Nintendo Ultra 64 development ‘Dream 
= " of the crazed villains in their attempts to Team’ based in Manchester. At this stage, 
action, and takes a trip to control the dirt and water. Played in first the team had very little to work with, 
person perspective, there is little to think especially since the film hadn't even 
Waterworld courtesy of the about in this game, all you have to do is been completed. "It was difficult to start 
- to kill all the baddies that appear on with — we didn't have much in the way 
PlayStation. your screen before they kill you. To this of images to base the graphics on, just 
end, from first impressions, Waterworld is a couple of pictures and the blueprints 
already looking like one of the best for the atolls, but we managed to come 
shoot 'em-ups of this genre, at least up with some superb visuals that reflect 
in the visuals department. the film's grim vision of watery 
Waterworld was an ambitious wasteland very well,” remarks Carleton. 


project for the cinema As its current stage, nearly all of the 
screen, and anyone who's — game's levels have been converted from 
seen the film will be able Silicon Graphics to PlayStation format, 


to see where all the but there is still a hell of a lot of data to 
money went in its transfer. Within the game, in order to 
production — the keep to the cinematic feel of the film, 
effects, scenery and all there are several full-motion video clips 


that bloody water! interspersed throughout the game. “In 
total, there are around 100,000 frames of 
rendered animation in the game, and 
translating and compressing 
all this data, at around 
1Mb a frame, to the 
PlayStation has 
been one of the 
biggest hurdles. 
- à " "At 25 frames 
X DN . ^ -T per second, that 


{ £^ b + "m works out to an 

most agonising 

8 we were given" 2 
rendering process, 


hour of video 
A “2 k we" ctua lly y | Í e roved | footage! The 
aean on tee 4 Lu j; part, though, has 
k been the 
Lorranine Starr, Software. MO t Qu m. says Carleton wearily, 
S t. 3 e * te 


“the biggest level, the one we are 
working on, took around two months to 
render on the SGls. The worst part of it 
is finding out something is not quite 
right and having to do the whole bloody 
thing again!" Not a task | would care to 
relish, personally. 

"Apart from the video sequences, we 
had problems attaching the 2D sprite- 
based game action to the moving 
rendered 3D backdrops," he continues. 
Within the game there are several 
different types of enemy and all have 
different animation and characteristics. 
"We've just about managed it now, so 
that the overlayed graphics blend into 
the background as best they can without 
looking like they've been pasted on," he 
beams. "It was also quite hard to get 
the water to look realistic, in its motion 
and the way looks on the screen," 
Carleton qualifies to my greening 
complexion, "but | think we just about 
got it right." | think so. 

With most of the visuals in place, and 
a film-style dramatic music score put 
together with the help of Manchester's 
acclaimed Hallé orchestra, Waterworld is 
now just about at the playtesting stage. 
From what we have seen so far, and as 
you will be able to see from the shots 
on the page, the attention to detail on 
the graphics front, is second to none. "I 
think we've actually improved 
Waterworld from the original 


specifications we were given," claims 
Lorraine Starr, Waterworld's project 
leader for Software Creations, "with all 
the effort we've put in to get the game 


feeling just right." 


As the final stages of the game's 
creation come together, Waterworld is, 
admittedly, looking rather good, and 


through the next three 
months or so, the 
game will be going 
through the 
playtesting stages to 
sort out all those 
annoying little 
idiosyncrasies that are 
inevitable at this 
stage. Indeed once 
this has been finalised 
and everything put 
together, it looks like 
we may have a neat 
little game on the 
watery horizon. 


workstation 


The attention to 
detail in the graphics 


¥ In line with the 
movie, Waterworld, 
features some 
stunning scenery. 


information 

LJ Design team: Software Creations 

(J Team leader: Cariton Handley 
] Where at: 70% complete 


| Target release: March ‘96 
] Publisher: Interplay Productions 
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In line with the film, 
Waterworld the game has a 
very cinematic feel to it, 
especially with all those 
lovely full motion video 
clips involved. Here is a 
little storyboard from within 
the game... 


The Drifter had sneaked 

up on the Mariner who 
1 had just surfaced from 

underwater. 
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Smokers (the baddies) 
came out of nowhere, 

2 coming after the Drifter 
and Mariner. 


Having been captured by 
the Smokers, the Mariner 

3 is trapped in the cage in 
the atoll awaiting his 
execution. 


After having managed to 
escape the atoll, a scout 

a plane is sent to attack the 
Trimaran. 


Another Drifter finds the 
Trimaran, looking to do 
5 some trading. 


The Trimaran is destroyed 
by Smokers who find it 
" 6 while the Mariner shows 
^. Helen the underwater city. 


Gregor rescues the 

Mariner and Helen after 
7 seeing the smoke from — 

the destroyed [ 


The atollers finally f 
dry land aftera - 

8 seemingly endless 
journey. 


rrt 
a where she's from, er 
found her birthplace. — 


Not 
pretty face! 
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Issue 4 


Girls with Guns 


Memoirs 
from Hell 


the ultimate 
collectors 
Doom 
mini-mag. 


The most exciting thing about 
the future, 
is that you are a part of it! 
X*Gen magazine, bringing the 
hottest in 
electronic entertainment to the 
X Generation. 


A compicte 


guide to the past, present 
] » of 


Issue 4 of X° Gen magazine is on 
sale now! 

Why not make sure that you never miss out by filling out 
and handing in this order form to your newsagent today. 
Or save £1.00 off issue 4 by sending this 
completed form to X*Gen Magazine Offer, Paragon 
Publishing, Paragon House, St Peter's Road, 
Bournemouth, BH1 2JS with a cheque or postal order 
made out to Paragon Publishing Ltd for the sum of £1.95. 


X e Gen Reservation Form 


Please ensure that you keep a copy of XeGen magazine 
for me every month (ISSN 1358-9423) at £2.95. XeGen 
is on sale on t rst Thursday of every month. 


Name 
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What a lot 
of balls! 
Ball related 
games that 
is, and here 
is the 
latest. Ryan 
Butt 


December 1995 


agazine 


onsidering that Prime 

Goal Ex was produced 
by the company 
responsible for Ridge 
Racer and Tekken, you'd be 
forgiven for expecting something a little 
better than this deflated pig’s bladder of 
a game. But evidently our national sport 
isn’t Namco's forte. 
What went wrong? It looked so 
promising a few months ago 
when we were treated to an 
early demonstration, but 
now everything has gone 
to pot in a big way. 

It isn’t just one 
element that lets the 
game down either, 
but a combination of 
annoying factors that 
really start get on 
your wick after a 

while — the most 

predominant one being 
the awful control 
system. Most of the time, 
your players run around like 
headless chickens, often opting 
to pace around in circles rather 
than chase the ball. If and when they do 
gain possession, it just deteriorates to a 
mad scramble to clear the ball up field 
as quickly as possible — you see hanging 
on to it and making a break is a suicidal 
affair often resulting in a severe mobbing 
by opposing shirts. 

On a more positive note, if you do 
actually get through for a shot on goal, 
the wide repertoire of scoring 


possibilities redeem it somewhat. No 
angle is impossible and the random 
nature of the goalies mean that you can 
have a crack from more or less anywhere 
with a fairly good chance of it going in. 

Apart from the graphics, this is where 
the praise ends, and even they're not 
particularly special. The use of sprites to 
represent the players wouldn't be a bad 
thing, but these chaps are so badly 
drawn that at times it looks more like a 
hunchback charity shield than a proper 
competitive match. 

It's a nicely presented game with the 
usual kooky montage of J-league related 
razzmatazz being rammed down your 
throat at every conceivable opportunity. | 
must stress that however much Namco 
expect us to get into the swing of 
things, that flippin annoying post-match 
commentator is just too much to 
stomach — what the hell is he on about? 
He drones on about winning, losing, 
practising, not letting the fans down, 
impressing the girlies, and loads of other 
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balls in the most smarmy, patronising on the rest of the mighty J 
manner possibly imaginable. Somebody League in the actual league itself 


shoot him please! - not for the faint hearted. 4 Goaline saambles 
Apart from being the worst football It's a sad state of affairs when are an all too ED 
game on the PlayStation so far, Prime what was promising to be one of common affair in 
Goal Ex at least goes home with the the best soccer games actually 
consolation prize of being the most ends up at the foot of the pile with 
challenging. It offers the player several even Konami's basic and uninspired 
taxing tournaments to enter, and if you Goal Storm laughing at it. This game 


think you're hot stuff in them, try taking would have to 
undergo quite a 
significant 


metamorphosis to ER verdict 

make a dent in the 

UK market, but Looks: PERPE Tit 

personally | 

wouldn’t bother, Sounds: ANEN | 
Annoyance: (8880/71 | 

Value: LLLI] 


Played 62% b 


to the land of the 
The Ex should read *Exile' 


rising sun from 
whence it came 
and forget all 
about it. Now, 
anyone for a game 
of Striker '96? 
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Futuristic yberSpeed is an l 
action 3D racer which 
racegames features combat as an 
integral part of the game. 
eh? Asam Before everyone screams 
The “Wipeout-clone”, change your brain 
patterns (for now), as this operates on a 
Caveman completely different level. And it just 
happens to be a much simpler one. 
wonders To best hurtle around one of the ten 


incredibly twisty tracks included, you 
need to make clever use of the limited 
amount of speedups 
and weapons you're 
given. Do it right, 
finish in the top 
three, and you can 


whether too 
much 
CyberSpeed 
results in 


cybercome continue onto the 
next track. D ——^ 
down. Apart from the = 


standard courses, 
there are also som : 
intermingled bonus 
tracks that are 
played as you 
progress through the 
championship races. 
Evidently the design ploy to set this 
game apart from your average racer was 
to have your craft suspended from an 
energy rope. Controlling your ship this 
way certainly makes the game a little 
more interesting, as deft control is 
required for optimum speed, but apart 
from this little feature, there is little else 
new to master apart from learning a little 
strategy with your turbos and weapons. 
For real speed freaks, there is a hard 
mode to CyberSpeed, but this just 
involves careering around the tracks 
in the opposite 
direction with 


Publisher: Mindscape 
Customer support: 01444 239600 
Expected when: 28th November 
Price: £39.99 
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Cybe 


slightly more intelligent opponents, It 
doesn't really change the gameplay 
significantly in any way. 

The difficulty curve is quite well set as 
you progress through the tracks, but 
even when you have attained a certain 
amount of skill, you can find yourself 
going from first to last position in one 
fell swoop as the other ships blast you 
out of contention. This can be incredibly 
frustrating, but mastering the strategy 
needed, does in some ways add to the 
longevity of the 
game. But, in our 
eyes, doesn’t do 
much for its app 


sn't slick enough. If it 
it in a few months, 

ly will, then it might be 
n. But if Chee costs 


-sho 

be. What is well- 
designed, 
however, are 
the rendered full-motion TV _ 
adverts (CyberSpeed's plot is that 
it's supposed to be a kind of 
futuristic TV broadcast) which crop up 
between races. These are often funny and 
are well worth watching. Still, it's just 
eye-candy and doesn't particularly 
improve CyberSpeed's aftertaste. 

The biggest omission from the game is | 


Heim oO 


up option when mo: 
surely a big mistake. 

The main problem with CyberSpeed 
seems to be that it is a race game which 
tries to be something else. 


reviews 


Ship Shape? 


ll the ships in CyberSpeed carry exactly 
Ao same weapons, a plasma bolt, which 
lasts indefinitely, four heat-seeking missiles 
and four mines. The differences between the 
ships is in how they handle. Here are those 
all important specs... 
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M-7 Sp-7 S-5 


Sp-7 S-5 


Sp-7 


Sp-9 


Sp-5 


Sp-7 


T4 M-8 Sp-7 S-6 


BEA 


M-4 Sp-7 S-5 


Looks: LL 

Sounds: LE e 

Commercials: T=Thrust M=Mass 
Value: LLL 


Sp=Speed S=Shields 
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Road Rash 
on skates? 
Sounds 
ominous. 
We jet 
out to 
America’s 
West to 
sample the 
latest craze 
that’s 
sweeping 
the nation, 
or not as 
the case 
rolls with it. - 
x 


that focuses on popular 'yoof culture. — 
Right on hipsters. 

To get started, all you have to do is 
grab your desired mode of transport, 
select the game mode and then before 
you can Say "cool, radical, bogus, max 
etc." you'll be rolling down some of 
America's most picturesque landscape 
with the wind in your hair and a bunch 
of annoying tossers hot on your heels 
intent on rubbing your mush in the grit. 


looking adolescents —' 
dtted out in trendy 


are better skilled in 
Pxertain areas than 
others, for instance 
dude A may be tops 
at skating, but pretty 
useless at riding 

and so on... 


E m^ Lake Tanika : 


This looks 


The 


tracks of 
my fears 


There are five different tracks in 
ESPN Extreme Sports, and they 
whisk you all over the world for 
some care-free terrorising. Here 
they are in full: 


town San 
Francisco, 
There are 


trams to 

vault, pedestrians to hassle, and loads of 
oil drums and hay bails to avoid. What, 
don't they employ road cleaners in San 
Francisco or something? 


Preferred mode of transport - Skateboard 


LIONE Wiike 
ju bomb. ; Something 
— i lifted straight 
mountain 


close to 
toppling over the edge. Be on the lookout 
for abandoned tractors and kamikaze 


chickens that explode. an alarming 
flurry of feathers. 


Preferred mode of transport — Mountain bike 


out of a bad ] 

Friday 13th 5 L^ 1 à- tale 
film. B. S48 B8 P Sr] 
Thankfully 

though, 


Jason Vorhees is nowhere to be seen as 
you bomb through lumberjack country. Try 
not to crack your head on all the toppled 
trees. Anyone for cherry pie? 


Preferred mode of transport — Roller skates 


December 1995 


magazine 


80 emm p | 
sight hares than the classic r : 
game. If the other racers don't batter inside out, the fizz of p 
you into a slushy pile of pulp then the gradually subsides into a C 
1 various hazards that lay d t, flat familiarity that ; ~~ 
2 placed throughout the cou n, done and bought 
d guaranteed to ruin your of before, 


EtA 
points include the hidden 
[the witty chicken-maiming 
'l ask!), but even they won't 
coming back to this for very 


South America 


Booby traps 
and temples 
are the order 
of the day 
here, Be sure 
Io trigger the 
1 doors 


E red gates, and keep an eye out forthe 
“Hidden nutes, Keep one eye constantly. ( 
at the skies as well, you never know ! 
statue s acodentally going To fall and crush youn 


y 


A rolling geek gathers no cred 
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> Smoke rings, hah! With a 
chainsaw you can produce offal 
rings. Miles better. 


Y The night sections might not 
make very good screenshots but 
they make for incredibly tense 
gameplay. Scary stuff. 
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A bit of a departure from your typical Play 
WorkStation, over the next few pages we take a 
look over the looming PlayStation arrival of the 
world’s biggest videogame ever, — it's Doom. 


oom may be an old 
K friend, but never, 
ever, take it for 
granted. It’s still the same 
nasty piece of work it always 
was, it still swallows your free-time, 
digests your leisure time and freaks you 
out big time. 
After all the hype it has generated on 
a multitude of other platforms, 
PlayStation-success comes guaranteed, 
especially as its Williams-developed 
version is The Daddy! 
The pace is frenetic, there's little to 
distract you and all sneaky tactics can, 
and really have to, be employed if 
you're to make a fight of it to the 
death. And the guy with the 
scythe takes up near-permanent 
residence when Doom's around. 


Texan chaps id Software are 
supposedly as pleased as punch with 
the conversion Williams have done. As 
well as being technically superb, the 
PlayStation game even incorporates 
Doom ll. Apart from endless levels and a 
cold beer, what more could you ask for? 

Looking just like PC Doom would if it 
was running on a Pentium, the 
PlayStation version is supremely slick 
and plays fluidly. Not bad for a game 
that isn't quite finished yet. And the 
reason it isn't finished? They've still to 
put in all the new levels! New levels? 
Can it be? Oh yes. New improved levels 
to offer the Sony user a bit extra. Doom 
on the PlayStation looks like it'll be all 
the best bits from all the Dooms, and 
then some. There's talk of there being 
around 50 levels in the finished game. 


Plenty for all fans alike. Whenever you 
want a rest, finish the level first and jot 
down the password. At a later date you 
can continue the carnage. 

There are two episodes you can 
choose from. The first runs along the 
lines of the original Doom, where you 
start off with just a pistol. Through the 
process of gunning down former 


and collect more ammo with which to 
carry on your slaughter. The pistol soon 
becomes a shotgun, then a mini-gun, 
rocket launcher, plasma rifle, and finally 
the BFG 9000. Once you're out of ammo, 
you've got to punch your way through the 
levels until you find some more. 

Even if you've got a chain saw, there's 
no respite from the attacking hordes. In 


buddies, you can upgrade your weapons the second, Doom /l-oriented levels, 


AMMO 


A Demons, not the best of tennis partners, and 
not the best people to meet in dark alleyways. 


the only extra addition to 
your arsenal is the 
double-barrelled shotgun 
which guzzles twice the 
number of shells, but is, 
after all, doubly as 
effective in the culling 
stakes. It’s especially 
effective when up 
against any surprise 
ambushes. 

The original Doom was 
designed so you had to 
master tactical avenues 
of approach. There's no 
point in charging in, 
guns blazing, as all the 


d 
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ma 


p Design Team: id/Williams 
Team Leader: Michael Ab: 
Where at: 95% complete 
Target Release: End November 96 
Publisher: GT Interactive 
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4 All the favourite 
weapons are 
included here. 


Y A cacodemon, we 
believe. C’mon then, 
when you're ready. 


imps and demons would just laugh at 
you, kick your head in and nick your 
watch. Nope, the clever man would size 
up the situation then gleefully waste all 
the by now smirking imps with a flick of 
the wrist. PlayStation Doom has been 
ever so slightly redesigned with quick 
playability in mind. Huge jumps have 
been replaced with smaller ones, so 
there's less time messing around falling 
earthwards, and more time wasting the 
opposition. Fans of the original will 
instantly note that certain monsters 
aren't where they're supposed to be, or 
have been replaced by just as nasty 
ones, but who cares? If you got the 
same game it would be boring. 


At least some thought has 
i» | gone into this to keep that 
initial sparkle in there. 


Thanks to the power 
of PlayStation, and 
its skill, Williams 

has been able to 
include a whole 
load of dazzling 
new effects. 


These may stun even the 
experienced Doom ‘user’. 
For example, in previous 
versions, whenever there 
was an invisible monster 
running around, you could 
see its shimmering outline. 
Now, however, the whole 
monster is translucent in 
its appearance, making it 
appear ghost-like. The first 
time you see it, you'll be spooked. 

The other notable aspect of Doom is 
the Deathmatch option. This is in from 
the start on the PlayStation. No game to 
date has created such an intense feeling 
of actually being hunted down like a 
badger in its set. Played across a 
network, or a serial link (as in the 
PlayStation’s case), the object is to kill 
all the nasties as per usual, as well as 
killing your opponent(s) with the 
weapons that are scattered around. Then 
if you feel like it, exit to the next level 
and continue the trend. There is also the 
small matter of the co-operative game 
which lets you team up with a friend 
instead of annihilating them, but where's 
the fun in that? 

To put it simply, it 
looks like the 
Sony 
PlayStation 
is going 
to 
have 
the 


4 Talk about the beast 
inside. Or beasts in this 
case and they're rather 
to close to getting 
inside me! 


workstation 


The ID Inside 


oom wasn't the first from id “in demand" software, and it won't 
be the last. The guys are now on their eighth games since 
setting up in 1990. 


Wolfenstein 3D 
The simple, addictive Nazi-bashing forerunner to Doom where id 
decided that this first person perspective lark might not be a bad 
idea after all. What you do is run round a Coliditz-like castle killing 
Nazis. Simple, huh? 


Doom 
The one you're all waiting for. The one that spawned a thousand 
clones and more wads than Wrigleys. Doom is the best, it 
transformed the videogames industry and, according to id boss Jay 
Wilbur, the PlayStation version is the best. 
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best version of any console yet, playing A Double-barelled, double the fun, 


at above-Pentium speeds and with double the damage for everyone. Doom II 

radically improved and realistic-sounding i - - 2 The same, but harder with new levels, monsters and weapons, but 
spot effects. Doom is coming. Get the V Putting monsters in with medi- not that many actually. Still, it adds up to a great slice of blast- 
caffeine ready and just pray that the kits is nasty. I'm not impressed. 


and-slice action. The PlayStation version is heavily based on Doom 
ll, and takes the game to new limits. 


electricity never runs out. 


Heretic 
Doom in tights, and one for or those who can remember that 
dodgy Dungeons & Dragons cartoon and the world of fantasy role- 
playing. 

The game, written by Raven to the Software for id, is based on the 
Doom graphics engine. It isn't, we believe, PlayStation-bound, but 
the sequel, Hexxen - Beyond Heretic, is. 


Ultimate Doorn (Thy Flesh Consumed) 
Extra episodes and some of the best-designed levels of any Doom 
game ever. It also marked GT Interactive's entrance into the 
European market, and the start of theif relationship with id 
Software. It only cost £30 quid too, en't heard any 
PlayStation release plans yet. But with Plz based on 
Doom Il on PC, it might make a logical seq 
arrive before next Christmas... 


Hexen TN 
Otherwise known as Beyond e 
give players a choice of characters st a brand v 
system. There’ll be more details in Play very, very, soon. 


Doom Screensaver 


It's a Doom screensaver. 


Quake A \' 
The next big thing. The ‘proper’ sequel to Doon? (itl have a wh 
new engine) the game boasts-seme of the best 3D graphics ever. 
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information 
Publisher: Sony 


Expected: November 
Expected price: £39.99 


Customer support: 0881 505505* 


Mirror, signal, blast the son-of-a-bitch 
off the road. Andy McDermott chucks 
the Highway Code in the bin and 
prepares to engage maximum 


destructive force. 


veryone, at some 
time or other, has 
been stuck in a traffic 
jam, usually behind some 
Austin Maxi-driving git of a 
caravanner. And absolutely everyone in 
this situation has found themselves 
wishing that the cause of their delay 
would DIE SCREAMING IN HIDEOUS 
BLAZING TORMENT! Ahem. 

Twisted Metal, then, will suit 
everyone. Forget racing, as in Ridge 
Racer. Forget even ramming and 
sideswiping, as in Destruction Derby. 
Twisted Metal lets you go the whole hog 
and annihilate anybody who gets in your 
way in a hail of machine gun fire — it's 
the world's first road rage simulator! 

Twelve psychos, ranging from a New 
York cabbie to a Mad Max clone, have all 
met up in Los Angeles (where else?) for 
a cheerful day of utter carnage, 
organised by a chap who looks 
suspiciously like Mick Hucknall after he 
fell asleep face down on a sandwich 
toaster. The last one whose internal 
organs are still on the inside wins! 

The controls are as simplified as those 
of Destruction Derby, but on this 
occasion the game doesn't suffer — who 


wants to be poncing around with gears 
when there's some loon in a monster 
truck trying to turn your head into pizza? 
Go forward, go backward, go ruin 
someone's evening with a missile up the 
arse... what more do you need? It's 
simple, immediate, and exactly what any 
fast action game needs. 

Make no mistake, there's plenty of 
action. It all starts gently, with a bit of 
one-on-one in a Destruction Derby-style 
arena, but once past that you move onto 
the streets of LA to find that - no fair! — 
the other ae are ganging up on 


you respond to 
this? Well, by killing 
them, obviously. 
Each car has its 
own special 
weapons, such as 
napalm ice cream 
cones or spirits of 
the evil dead 
(honest), as well as 
a selection of add- 
on kit that would 
make James Bond 
weep like a 
schoolgirl with envy. 


Homing missiles, mines, | 
everything you need fora cosy and safe 
trip round the M25. 

While Twisted Metal is gleefully 
entertaining, it has a problem common 
to many of the PlayStation games I’ve 
played ~ it’s too bloody easy! The levels 
which include sprawling freeways and 
an idealised suburbia, complete with 
apple pie-eating Americans in deckchairs 
to run over — look 
great, despite some 
occasionally 
annoying polygon 
wibbling. But, and 
this is the killer, 
they don't take 
long to slaughter 
your way through. 
A few days' play 
Will be all you 
need to complete 
the game, and 
once the carnage 
palls, you're left 
with a very 


< Sitting peacefully in his 
deckchair, Johnny Suburbia 
has little inkling of the 
horrible screaming death 
that awaits him. 


Sarf of the river? 
This time of night? 


hy do people have it in for 

cabbies? The way they're 
portrayed on film and TV, and 
now in Twisted Metal, anyone 
would think they're all nutters. 
Let's examine the evidence... 


Travis Bickle 

(Taxi Driver) 

Robert De Niro drives a licenced 
hack. He shaves off most of his 
hair, shoots Harvey Keitel and 
blasts off someone else's 
fingers with a .44 magnum. 
Verdict: Fruit and! 
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Y Calypso, the organiser. 
Relax, girls, he's married. 
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pL Hg Bloke from Cracker 

r . (erm, Cracker) 
Bloke gets a job piloting a 
minicab around Manchester. 
Before Robbie Coltrane's had 
his first whiskey, he's out 
murdering people. Verdict: 
Whole hazel! 


Rotting corpse 
(Ghostbusters) 

Undead fella starts the meter 
and sets off the wrong way up 
a one-way street. Yuppie 


A This tank is driven by Minion, last year's evant eee s m 
. , hard git. : 

Mp en name, hari gi York. Verdict: KPI —— 

¥ Satanistic trucker Darkside goes head-to- EC 

head with the... well, dead Spectre. The Carry On tea hic 


(Carry On Cabbie) 
expensive placemat. Still, if not as Kenneth Williams 
durable, it's a lot more fun than 
Destruction Derby, and the two player 
mode provides the kind of laughs you'd 
expect when you get to murder your 
friends in cold blood, It's just a pity that 
it only lasts a bit longer than the 
average motorway Snareup. 
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Starblade Ol 


get considerably borea. With only basic 
lasers at your disposal and no missiles or 


It was a stunningly innovative 
graphical wonder in its time, u' 
— have changed and now Starblad 


ad spinning for a Whi 
pak you out in a'si 


n its original release The game was a blinding success on 


in the arcades, the 3DO as well, but something has gone 

Starblade a wasnt so drastically wrong in the translation Y This is an explosion in 
much a game as a process onto the PlayStation. case you were wondering. 

Cal experience. You Graphically, it looks better than ever. & 


ixe cabinet, inserted Much of the detail lacking in the 3DO 

ered a mind- version has been inserted to give the 
whereby you game a very crisp appearance that not 
r destroyer only does wonders for the PlaySi n's 
crap out of cause, but will probably sell egi 

everything. Unfortunately though, your outright. But the main problem e 
route through the levels was carved in speed, it has deteriorated dramatically 
| leaving the gameplay exceedingly jerky 

- and frustratingly sluggish. 


freedom to go where you desi 
only control you actually had was Even if Starblade a had a major turbo 
the fire button to blast as many of the — boost shoved up its rectum though, that 
enemy crafts as possible and pick-off the still wouldn't disguise that fact that 
incoming missiles before they did untold without total manoeuvrability and control 
damage to your ship. Not a complete over your own fate, yolk 
fest of options! the player, will 
undoubtedly eventually 


Sounds: SSS0000008 
Control: SS00000008 
Value: Titi tity 


Light cruising on a mono rail 


vl *Sony customer support line is charged at 39p/min (peak) 25p/rnin (off peak) 
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WWF: 
Wrestle- 
mania, Play 
wasn’t 
relishing the 
prospect of 
more 
pantomime 
punishment, 
but who 
could fail to 
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disappointing 


zc ee 


Em. 


f the Virtua Fighters 
were to retire from 
exciting combat and 
dabble in the world of 
wrestling, this is exactly what 


be impressed the result would look like. 


by this? 


ÁFIÉEJFEFISIEIEIE] 
Publisher: Tomy 
Customer support: No UK number 
Price: £69.99 
Expected when: Out Now 


No question, the first thing that 
piledrives you into the canvas is the 
superb graphics. The wrestlers 
themselves are fantastically animated 
polygon monsters that move incredibly 
smoothly and boast an impressively 
wide array of exhilarating moves. 

Apparently, this is the official Japanese 
equivalent of the WWF, and all of the 
combatants portrayed here are in actual 
fact real live superstars — fascinating I'm 
sure but how does it play? 

Generally speaking, it's just a bloody 
good laugh! The general set-up is simple 
to get into and the easily accessible 
moves means that you can get straight 
into the thick of the action right away. 
The controls consist mainly of one punch 

or kick move to floor your 

opponent and then there are a 
multitude of throws and 
E holds to contort their limbs 
= into unsavoury positions 
and generally make the 
scum squeal like pigs. 


Unfortunately, it isn’t particularly 
taxing to the average beat 'em-up freak, 
but no doubt there is a lot of hidden 
stuff tucked away just waiting to be 
rooted out — oh come on, you didn't 
expect us to make sense of the Japanese 
instruction booklet did you? 

What kept me playing though, was 
the sheer comedy factor and the 
incredibly camp holds which look as 
though deviant sexual acts are being 
committed right before your very eyes. 
Julian Clary would love this. 

The way you can shove your 
opponent through the ropes and follow 
suit to pound him outside the ring is 
great fun too — and you can even slam 
their heads against the metal crowd 
barriers and watch them stagger around 

in a daze for extra laffs. 

The one player game won't keep 
you coming back for long, but 
the two player set-up is in a 

league of its own. The 

fights can last for 
anything from two 
minutes to two hours 
and it is just a 
constant slug-fest as 
both players 
exchange blows and 
throws in regular 
doses. The action is 
enhanced by an 
atmospheric crowd 
presence and in-ring 
ref who is forever 
darting around to 
avoid being decked! 


= 
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UND 


I've never particularly liked wrestling 
as a whole, but New Jap Pro Wrestling is 
genuinely compelling and a riotous 
experience is sure to be had by all. It is 
easily the best wrestling game to be had 
on any system and a rather fine looking 
one at that. Slammin’! 
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o, New Jap Pro Wrestling w 

is the Japanese equivalent S 

of the notorious WWF is it? N 

Well, here are eight good A 

reasons why the WWF can (c 

never be imitated: = 


Apparently, the Japs take 
their wrestling federation very 
seriously indeed, whereas 
everybody knows that the 
WWF is just a load of fat, 
talentless meat-heads who 
sprout crap and bungle 
through choreographed 
competitions. 


The Japanese are better 
actors and so the whole 
staged affair looks a damn 
sight more convincing. 


The kids wouldn't have a 
clue who any of the Japanese 
wrestlers are. When we spoke 
to a typical kiddie on the 
subject he said: “Go away or 
I'll tell my mummy”. What 
further proof do you need? 


It is a well known fact that 
no japanese wrestler has ever 
Starred in a crap Hollywood 
film. As we all know, mum's 
favourite, Hulk Hogan has 
done this on more than one 
embarrasing occasion with 
turkeys such as Mr. Nanny 
and Thunder in Paradise 


In Japanese wrestling, there 
are no sad tossers who think 
its cool to carry planks of 
wood around with them 
wherever they go. Who could 
forget that witty and 
incredibly intelligent chap fim 
"Hacksaw" Duggen 
threatening to whack Andi 
Peters round the mush on 
Saturday morning television. 
Actually, that's not such a 
completely bad idea... 


Eat canvas sucker. Acclaim don't own the 
1 rights to release games based 
No more oral pleasure jokes fos ons pn 
on Japanese wrestling. 
this month I'm afraid! 

You can't buy cheap crappy 
toys of Japanese wrestlers, 
not like those brilliant plastic 
figures and first-class bendy 
dolls of Hulk, Underwear, and 
Ronald MacDonald or 
whatever that stupid clown 
geezer calls himself. 


! VArt 
Looks: 
Sounds: 
Campness: 


Value: 


m E r— f ^21M^* 
Hogen Ge 


The Japanese wrestling 
federation doesn't share its 
initials with a well known 
wildlife organisation, thus 
confusing grannies when they 
sit down to watch panda 
bears on the telly, only to be 
confronted by a 10-foot sissy 
in a leotard that is anything 
but cute and furry! 
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COMPUTER & VIDEO GAMES 


U.S. SONY PLAYSTATION 
IN STOCK - ONLY £299! 4 


U.S. IMPORTS & SOFTWARE 
EXCHANGE A SPECIALITY < 


» ATARI > NINTENDO 
> DO > SEGA > SONY PSX 
> SEGA SATURN 

» ACCESSORIES 


CALL FOR LATEST TITLES 


9 Wilton Parade, High Street, Feitham, Middx. TW13 SB. 


T0181 833 2198 EE 819 


844 1944 
AFTER HOURS LINE 6PM 


SOT Ve IRAS tar 
NAT lirica agua: 


SONY PSX JAP + GAME £365 


Fe ATC 9 SEGASTA Jap + GAME £345 
CONSOLES ALL MACHINES 12 MONTHS WARRENTY 


OPEN MON FRI 8-6pm SAT -ipm 


SPECIALS 
PHILOSOMA ryt) lite 


PLAY YSTA TON GAMES - E CALL ron LATEST “PRI Ce x, 
‘ WISTED MET KR 
I MADDEN 98 > FIFA 96 * AS SAUL MiGs i LONE SOLDIER 
D. BALL 2 MMINGS 3D * D,DER * EXTRE 


WINNING 11 
SHINOBI X 
P. DRAGOON 
C. KNIGHT It 
C. KNIGHT I P £29.99 * M, CARDS t29,99 
BASEBALL 951 3 s 

B. MONSTERS £39.99 


AALURN GANES. z TYTY FAB. MIIESL FBICKS 


(ING oxi ic o CARPET 
IA * SPOT OOES. to. NOLLYWOOD 


* CON pisos £24.99 


MAIL ORDER PE ORDERS x 
TEL 3 


TEL 0956 362958 AF TER HO 


EGGE direct 


de Ai 
^9 Control Pads 
Ee £22.50 


CALL NOW FOR THE 
LATEST PRICES ON A 
RANGE OF TOP TITLES FOR 
THE PLAYSTATION 


Phone now for price list! 

Phone: 01278 678418 Fax: 01276 66100 
Send Cheques or postal orders to 74, Park Street, 
Camberley, Surrey, GU15 SPT 
All prices E&EO. Please add £1.50 P&P to all Software Titles 
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the country’s number 
one unofficial 
PlayStation magazine 
is dangling one of 
Sony’s sexy little 
machines right under 
your eager noses. How 
kind are we? Not only 
that, but thanks to 
Warner Interactive, or 


17 


what ever they’re 
calling themselves this 
week, we also have 
four, yes, FOUR copies 


lease note: The editor's 


decision is final and employees 


of the sensational 
y 1 of Paragon Publishing, relatives 
Striker '96 footy type and Manchester United fans 
may not enter. The closing 
game to give away for date is probably sometime 
soon, so get cracking. 


absolutely nothing. All 
you discerning readers 
have to fork out for is 
a stamp and a 


= om ft 


ATI, get the answer below right 


postcard (hopefully Which striker did | 
interesting...we get Liverpool pay £8 Million xoc adeps e Mh E 
bored of the ‘Bognor this season for? name, age and address, and send it to: 
at Night’ kind of . Striker It Lucky Compo 
gh A Bet Lynch Play Magazine 


crapness), oh and just Paragon Publishing 
Paragon House, St. Peter’s Road 


a little bit of brain € j Christopher Biggins Bournemouth. BH1 2JS | 53 
power is needed. [9 Stan Collymore T 
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here are 19 
sentients in total, 
plus an extra one 


' that appears after a 


certain period of 
time in each battle 
arena. Each sentient 
has its own 


Here's 


entities. 


Qualm 

A four-armed bi-ped 
with a rocket 
launcher on each 
arm, with only 
moderate armour 
and weak spots. It's 
mean, but not that 
mean. 


Dedlok 

A large mech with 
broad shoulders and 
a low head, this 
one's strong and 
powerful but a bit 
dim and slow to 
react. 


Thunderfoot 
A heavily armoured 
mech with a chest 
that fires a barrage 
of rockets. Firing at 
his open chest 
when most 
vulnerable is the 
best way to defeat 
this sentient. 
Flamefront 
Wolf-like in 
appearance and sly 
in action to boot, 
this sentient is 
rather devious. Light 
and fast, this enemy 


workstation 
x Y Sentients — 


Ever wanted to part 
needless warfare? 
having to think a 


manoeuvres? Want to £o all out in a 
battle arena with enemies that are 
larger than life? Krazy KV(That's 
Asam) dons his body armour and 
meets up with Krazy Ivan. 


GU UE 


Wea 


oom’s excellent, yeah, 
but, well, the demons 
[ etc. are a bit small, 
aren't they? What about 
having some seriously large 
opposition to battle? Well, your dreams 
have come true, courtesy of the Liverpool 
branch of the Soviet Union. Yup, inspired 
by Russia's advanced technology and 
disturbed individuals, Sony Interactive 
have come up with the ultimate in 
Manga-style mech-warrior warfare, Krazy 
Ivan — a game where abandoning the 
idea of keeping a straight head is the 
only way to survive. 

Psygnosis (they're called Sony 
Interactive when they sell games, 
Psygnosis when they make them) started 
work on Krazy Ivan about two years ago. 


The original idea, to have an army of 
robots wandering around a cityscape 
blasting the living daylights out of each 
other, was fairly simple. Since then Krazy 
Ivan has gone through several mutations 
in storyline and plot, with its latest 
incarnation really only coming together 
over the last year or so. 


Save the world. 

The story goes like this. Some aliens 
have decided to take over the earth. 
There seems to be no reason for this 
hostility, but then again, they're aliens, 
and they don't need a reason. They're 
doing this by isolating key places on 
Earth as hideaways, and then warping 
into these designated shielded areas and 
slowly building up their army. Anyway, 


Fireball is one of the hardest sentients 
do defeat, with heavy armour and some 
awesome firepower to boot. 


you take the role of the eponymous 
protagonist Krazy Ivan, and it's your job 
to (drum roll) save the world. 

Of course, in these days of being nice 
to Mr. Yeltsin and pastel curtains 
replacing iron ones all over Eastern 
Europe it wouldn't be quite right if the 
only guys who got to save the world 
were blond, blue-eyed Americans. Aha! in 
this game, the Russians are actually the 
good guys. It's the reds 
who've got this 
experimental 
mechanoid warrior 
thingy, and someone 
a little challenged in 
the mental control- 
department by the 
name of Ivan. As 
he's nuts, Ivan is 
the ideal person to 
man an 
experimental 
robot. Guess 
what? 


se 


workstation. 


You're Ivan. Kitted out in your metal 
soldier-suit, your mission is to contest 
the alien encroachment, and thwart their 
megalomaniacal plans. Sounds simple, 
and it is. 


Kill, maim, destroy. 
“It's mainly a shoot ‘em up,” beams 
Salim Siwani, the lead programmer on 
Krazy Ivan. “There are tactics, but we've 
mainly stuck to the krazy, maniacal 
elements. The only strategy you need to 
take care of is to make sure you 
conserve your ammo, and 
destroy the 

miscreants!” 


“What really sets this game apart from 
others in this genre, is the level of detail 
in the animation and characteristics of 
the alien sentients,” he continues. “We 
have created some of the most 
outlandish opponents, based on 
composite mechanical representations of 
real creatures found on Earth. For 
example, there is an elephantine sentient 
that behaves very much like you would 
expect an elephant to behave, albeit in a 
far more advanced robot-like manner. 
There are 19 different types of alien that 
must all be destroyed, all with their own 
specific modus operandi. The sentient 
based on the snake, for example, moves 
incredibly realistically, as do all the other 
different aliens, and they all have 
different patterns of attack 
and intelligence levels, 
just as you would expect 
in real life.” 

Krazy Ivan is played in 
several different zones or 
arenas around the world, 
such as Riyadh, 


Paris, or even Disneyland. Unfortunately 
the game doesn't attempt to recreate the 
authentic landscapes, this would have 
been technically very difficult and would 
have detracted from the gameplay. 
However, despite the landscapes being 
rather barren in detail, Krazy Ivan does 
have some of the best-looking, 
contoured, distance-faded landscapes yet 
seen on the PlayStation. Still, each 
location is accompanied by some very 
amusing tongue-in-cheek full-motion- 
video clips intercut between the action, 
and rather than just being eye-candy, 
these clips actually 

serve to 


alien that must be 


destroyed, all with 


their own specific 


modus operandi: 


hides then pounces. 
Flamefront's 
weakness is his 
light head armour. 
Claw 

This calliper kitted 
crustacean looks 
like a lobster, but is 
definitely not of the 
thermidore variety. 
With laser-firing 
claws this guy is 
mean, but slow to 
move. 


Dwarf 

This short, stocky 
mech is rather slow 
in the reaction 
front, but has an 
awesome arsenal 
and some heavy 
armour. His weak 
spot is the sensor 
on his head. 


Reflex 

This sentient is 
very fast and 
accurate, but luckily 
this hoverbot's 
weapons dont do 
too much damage 
and he's not too 
heavily armoured. 


Colossus 
Colossal in nature 
and in firepower, 
this hard-armoured 
sentient has few 
weak points, but 
can be defeated by 
cunningly timed 
blow to the back of 
the head. 


Buzzsaw 

This gnat-like mech 
flies around, has 
six legs each 
packed with a 
weapon, and can 
transform from 
robot to mosquito 
and back when 
needed 


Scorch 

This writhing mech 
stands upright, with 
four arms/legs and 
is a devious beast 
that hides until 
you're in close 
proximity and then 
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. pounces with a 


nasty sting in its 
taiL 


Raptor 

This powerful 
wingless bird-like 
creature hops 
around the arena 
and when it finds 
you, lets loose in a 
bad way! Raptor 
has powerful 
weapons but weak 
armour, so hit and 
dont get hit. 


Behemoth 


This huge 
elephantine mech 
has incredible —— 
armour but a soft 
spot on his tummy. 
This one's approach 
is to walk past you 
side-on and fire 
with its side- 
mounted weaponry. 
Prowl 

This tiger-like 
quadruped is rather 
catty and hides 
behind natural 
features, only to 
pounce with guns 
blazing. This unit is 
fast, intelligent and 
decently armoured. 


Granite 

This mutating mech 
can disguise itself 
as a large rock and 
has some tough 
armour with 
powerful weapons. 
Weaknesses are 
lack of speed and 
vulnerability on the 


exposed parts. 
Arclight 


This mean looking 
robot has a 
backpack that can 
deliver an awesome 
‘©’ shaped beam. 
With strong armour, 
defeating it involves 
targeting its 
vulnerable rear 
backpack. 
Carapace 
Insectoid in nature, 
this unit is made up 


depict the setting and actually provide 
you with much needed little clues to help 
you on your mission. 

The cherry on the cake? What also 
helps set this game apart from most 
shooters is the intense two-player link-up 
mode. This time, instead of fighting 
against an alien, you have the 
opportunity to alienate a friend. In this 
mode, both players have exactly the 
same mechanoid body suit to wander 
around in, so you'll have to out-think 
your human opponent. With the 
landscape sparsely littered with power- 
ups, you must carefully plan your 
manoeuvres, but then again, ultimately a. 
this is a game of intense destruction and has been scorched! This devious bot has 
all-out warfare. been beaten at his own dirty game. Nice one Ivan. 

Krazy Ivan is now practically complete. a" 

For a game of this genre, Krazy lvan is 
most definitely the best looking I’ve 
come across to date. For simplicity in 
gameplay and accessibility, Sony 
Interactive have again come up trumps. 
Play will be bringing you a full review of 
this krazy game very soon. 
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Despite being named Dwarf, this 
sentient is definitely no small-fry. He's 
got some serious firepower and must be 
handled carefully in order to defeat him. 


The hardest sentients to 


defeat are those that use the 
forcefields for protection. 


Tactical play is required here. 


teh © ‘ast 


of two major parts 
that act on their 
own when the 
Carapace has been 
split. Weaknesses 
are the light armour 
and the join 
between the halves. 


Fireball 

This one’s got some 
awesome artillery 
and some very 
heavy armour, but 
is rather slow to 
react and is 
vulnerable around 
the sensors. Watch 
out. 


Sentinel 

The Sentinel is a 
fast, intelligent 
nastie with 
electronic counter 
measures to your 
attacks. With some 
hefty weapons, this 
is one serious 
warrior. 


This is the daddy !! 
A cross between an 
insect and a 
humanoid, this unit 
also has a built in 
warp feature to 
elude your fire. 
Must be beaten at 
very short range. 
Dangerous! This 
mech appears after 
about eight minutes 
in an arena. 


The scenery may seem 
a little bare, but the actio 
is plenty. With numerous 
weapons to collect and 
use, and a wild 
assortment of mech- 
warriors to defeat, this 
game is one big firepower 
frenzy. 
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B Design team: Psygnosis 
© Team leader: Kristian R-Jones 
@ Where at: 99% complete 
© Target release: January '96 
& Publisher: Sony Interactive 
Europe 
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Paragon Publishing, publishers of the best-selling internet and Comms Today* and the bi-monthly Net Usegshas expanded ifs publishing ventures onto the 
Internet with its Web magazine, Paragon Online. With Paragon Online, you can communicate directly to any of the magazine editors, find out future 
plans before anyone else, read the latest news updated by the magazine staff and have a jolly good time 


All you need to connect to Paragon Onlin 
lege connection. Once you co! 
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Tune your World Wide Web browser to: 
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ich of Net User in April 1995, it became the only UK 
comes to the Internet, there is no more experi- 
Video Games and Sport titles, Paragon Online will 
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Off Worl 


Prepare for the ride of your life, and 
not between the sheets with the super 
model of your choice, but on a barren 
planet, pursued by maniacs. Ryan Butt 
red lines through this futuristic romp. 


y first impressions of 
this weren't good. It 
seemed like a 
shambolic mess of 
swirling terrain, swarms of 
lasers, and just general mass carnage. 


new PlayStation title, Total E 
Turbo — except this one's on whee 
Hanging loosely around a futuristi 
scenario featuring six unsavoury planets, 
the best starting policy is to equip your 
high-tech moon buggy with as many 


weapons as funds 
allow. Then it's all 
systems go as you 
race through each 
level of the 
planets blowing 
the enemy jeeps 
away whilst 
clearing a path to 


But then | thought to myself “Hey, this is 
actually quite playable, definitely all over 
the shop, but playable". 

Off World Interceptor is a very strange 
game indeed, and playing it effectively 
involves removing every ounce of sanity 
and reason from your brain as you 
mindlessly belt through hazardous 
canyons dishing out ream upon ream of 


Wendel 


lisher: BMC ^ : ^ x 
sean uid oy 38478 firepower into anything that twitches. get safely through 
Expected price: £39.99 Saying that, it also borrows quite to the other side. 


Expected when: 17th November 


There are weapon 
pick-ups, damage 
repairers and 
money to scoop 
up along the way to help your cause, 
but generally speaking, anything goes 
and it often does! 


substantially from other games. Familiar 
sights include 
the shops to 
buy upgrades, 
the many 
vehicles that 
can be chosen, 


and indeed When you've negotiated the three 
even the levels that comprise each planet, you'll 
gameplay bares be up against a big, bad-ass boss that 
an uncanny will stop at nothing to blow you to 


smithereens. You have to use your brain 
to figure out the best method to defeat 
them. 
There is also a 
split-screen 
simultaneous two 
player game which 
is a lot more fun 
than the 
repetitive action 


resemblance to 
BMG's other 


$200. 


à This is the first big 
guardian - a huge 


armoured tank. To defeat of playing on 
it, simply to to one side your tod. It's 
whilst angling your shots basically a cat 
across. and mouse 


chase to see 

who can kill 
* As you progress, more . j the other first. 
hazards crop up to ier DA CK, . : To make it 
challenge your cause. — o. c m 4. = easier to 


Graphically, the 
whole affair is 
unremarkable. 
Indeed, much of the 
fine detail seen in 
the 3Do version has 
been scrapped in 
favour of more 
speed. And it is 
quick, the whole 
game moves at such 
a rapid rate of knots 
that you seldom 
have time to stop 
and enjoy the less 
than average scenery anyway. 

The levels consist of a one-way course 
— there’s no going back so if you miss 
something, it’s lost in the midst of time. 
You can go sideways, though, and by 
doing this you can fool yourself into 
thinking that the levels span across 
forever. But then you notice that by 
going too far in one direction the 
scenery loops and you end up back 
where you Started. Also, to avoid too 
much dilly dallying, BMG has put in a 
harsh time limit, and the constant ticking 
acts as a reminder that your best chance 
of survival is to keep on the move. 

Off World Interceptor certainly won't 
win the PlayStation any new followers 
because to be frank it looks pretty dire 
and moves like your very worst hangover 
nightmare. But, at the end of the day, it 
is addictive and you will find yourself 
constantly returning to gain that extra 
bit of ground. It’s certainly a tough 
challenge and not the kind of game that 
will be breezed through in simply a 
matter of hours. 


p Games that make 
Las hev come owe f TẸ you go bleugh! 


BMG supply a sick- 


Fons a bit giddy the morning after a piss-up? If so 
then steer well clear of Off World Interceptor, its 
swirly terrains and frantic speed make for nausea-rising 
head-spins. Here are some other games which are 
perhaps best to avoid if you're feeling under the 
weather, so to speak: 


NCAA Basketball (SNES) 


Urgh! This is the original stomach churner. Whilst 
engaging in a friendly game of this with a colleague 

after the Christmas party, the Mode 7 rotational effects 
were just too much for my poor stomach to bare and a 
quick dash to the loo was in order. 


à High speed chases are the 


name of the game. Lawnmower Man (SNES) 


» Go on a shopping spree to 


beef-up your vehicle. Another poor culprit of excessive use of Mode 7, this 


futuristic platformer was fine until you entered the crazy 
flying sequences and then it was just an all out 
psychedelic-burp frenzy! 


PLAY 
O 
Verei 

Looks: L 
Sounds: SSS0000000 
Giddiness: SS EERERRTE 
Value;  SSS0000000 


Played 77. 


Stomach-chuming speedy mayhem 


Striker ’96 (3DO) 


Feverishly fast and blurry to boot, playing this game on 
a come-down could prove to be a nightmare with a belly 
full of booze. 


WipeOut (PlayStation) 


Hughee! The speed of light gameplay of this futuristic 
racer will undoubtedly rage havoc with your frail gills 
before too long. We recommend regular stops to the 

intergalactic service stations...or something. 
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Stephen 
Hill, 
renowned 
for over- 
expressing 
his point of 
view, casts 
his eye 
over this 
effort from 
Electronic 
Arts. 


jewpoint indeed, l'Il 
give them a sodding 
viewpoint. The 
Viewpoint in this 
particular game is actually one 
of iS Worst aspects. 

Anyway, essentially a 3D shoot "em-up, 
this ferocious blaster has the pilot 
Steering a spaceship in a vague overhead 
north-easterly direction whilst attempting 
to evade or exterminate hordes of 
oncoming aggressors. In plain English 
(sorry, | forgot this was a console mag), 
that translates as shoot everything in 
sight and try to avoid the vitriol that 
they're throwing back at 
you. This may sound fairly 
straightforward, but in 
practice is a task beyond 
even the adroit capabilities 
of the most-lagered-up of 
journos. | swear it wasn't 
this hard on the Neo Geo a 
few months ago. 

The aforementioned spaceship 
is stuck on än inexorable forward 
heading and comes armed with a 
fairly standard gun, which Gnleashes 
a Vastly improved shot if the fire Key is 
held down for a brief period of time. 
There is also a special weapon which is 
useful for getting out of tight spots in 
the nick of time, as it effectively 
obliterates anything in the way, but, 
unfortunately, has only limited 
ammunition. (It would be a bit easy 
otherwise — Ed). 
The usual supply 
of power-ups are 
available to boost 
firepower and 


although the initial contro! method is 
difficult due tothe odd angie, it soon 
becomes reasonably manageable as the 
player has no choice but to adapt to 
lurching out of the way of the numerous 
incoming objects. Said objects come in 
Many shapes and sizes, from irritating 
to large spinning wheels, and 

graphically Viewpoint is certainly lively. 

The basic premise of the game may 
sound fairly simplistic, but Viewpoint is 
compulsive due mainly to it being 
so damned difficult. Even on 
the easy setting, several 
efforts are required T9 
make progress to 
the successive 


information 
Publisher: EA 
Customer support: o: 

Price: £44.99 

Expected when: ind oí November 


amount of 
swearing and 
teerh-grinding. 
Talking OF feet 
grinding, We one 
section of society 
apart from 
samesplayers wh 
hardcore) Where this may find a 
market is in retuming clubbers looking 
to kill a few hours before retiring to 
their pits. With its pounding house 
beat accompanied by glib ‘people’ 
let's go lyrics, it is ideal brain fodder 
for dilated dilettantes to endlessly 
exercise their trigger fingers whilst 
tapping a foot and chewing on a 
three hour-old piece of rubbery gum. 


What is not to say y 
totally mindless $ (honest), as a 
degree of strategy 1S reguired to 
negotiate the variety of heinous 
obstacles, and conserving special 
firepower until the salient moment is a 
Crucial factor in any successful enon. 

Many PlayStation games have been 
critidsed for being too easy — Viewpoint 
certaimivedoesn't fall into that category. | 
is an extremely challenging, if a bit of a 
patience-trying, game. 

Dedicated gamesplayers with the 
mental fortitude to constantly negotiate 
Mie Same Stages until they strike it lucky 
may find lasting value in Viewpoint, as 
Will anyone with masochistic tendancies 
Many others, though, may consider it far 
100 repetitive and annoyingly 
hold much appeal. 

An above average effort, Viewpoint is 
in no danger of becoming a console 


inear t 


Classic, . may soon be ungraciously 
tonsigned :o the eyeggroWing CD ranks 
of PlayStation neadymmen 
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Nobody said it was 


gonna be easy... 


Viewpoint is Norman Tebbit- 
hard. But there are ten things 
that are more diffi E 


1) Getting out of bed | morning. 


iving with my flat-mate. 
ng good at life. 


^aa 


Ving ‘ju: one’ in the pub. 


m the pub and 


` 


I know which of these 


not watching Dyke TV on Channel 4 
6) Playing Viewpoint on the 
hardest setting. 


7) Working on a magazine and 
having any free time whatsoever. 


8) Concentrating on work when 
e got an i with Loaded. 


9) Packing i Sensible 


Soccer and y freelance. 


to give me any 


m - — 


One of the special vens ae 
is a huge wall of flame, which al if 


you've forgotten your ligh 
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Publisher: Electronic Arts 

Customer Support: 01753 546465 


Expected price: £45 
Expected: December 


Y "| want to be a 
Chippendale 
because..." We delve 
into the X-Files! 


Earnings: $5.606,416 


TOUR Victories 11 
Turaed Pro- 1975 
1904-4 To» W Finishes 
Ryder Cup. 1983. 1985 


Ret 1995 PGA TOUR 
Media Guide 


especially the skins 
games that allowed you to 
gather up a throng of semi-pissed mates 
to battle it out on the greens for vast 
wads of loot. Or, roughly about 25p a 
skin round our place. 

The PlayStation was obviously the next 
port of call for the series, but how could 
EA possibly improve on the formula? 
Simple, just add loads of full motion 
video sequences, swap the outdated 
sprites with digitised characters and 
make the control method even trickier — 
the perfect formula, at least that what EA 
seems to think. We're not so sure. 

PGA Tour '96 features 
enough bad haircuts, Rupert 
The Bear trousers and 
amusing head gear to 
enthral any self proclaimed 
Tarby wannabe. It also 
features several of the 
greatest celebs from the 
golfing world (in other 
words people you've 
probably never heard of!) 
who can be selected or 
played against in the game's 
many competitions. 

The finest feature of this 
game, and indeed any other 
in EA's PGA series is the fact 
that you needn't know 
bugger all about the sport 
to enjoy it. Granted the 
slang is a bit perplexing at 
first, and it takes precision 
timing to hit the ball 


“hands of the PGA posse arid you'll be 


Straight, but two hours in the capable 


playing around in the rough with the 
best of them (isn’t that right Faldo?). 

Going back to the control method, | 
don't know if it was just my arthritis- 
ridden hands playing havoc with my 
timing or the unresponsiveness of the 
control pad buttons, but | could hardly 
ever hit the ball straight. This isn't a 
problem when chortling through a few 
rounds with your friends, but when 
you're up against the toughest CPU- 
controlled opponents in the business, it 
can become frustrating. Especially when 
you have to watch them monotonously 
hit green after green in regulation. Don't 
they ever make a mistake? 

There are several diffe. roaches 
to the game, including o in 
practice and tournament modes for the 
budding professionals, a skins game for 
the money motivated amongst you, and 
à shoot-out choice. The latter being à 
quick-fire three hole knockout game 
which is also played 
for money. 

However, regardless 
of how many 
competitions are 
included here, it won't 
stop you from getting 
bored after a while 
because EA only saw 
fit to include two 
bloody courses! Where 
are all the others? 
There were at least 
nine in the Mega Drive 
version so why can't 
the mighty PlayStation 


handle more? In their defence, kind of, 

EA are planning to release update discs 

containing more courses at a later date. 

They're obviously looking to grab an 

even bigger cash sandwich from 

apparently bread-loaded punters. 
However limited in the rural 


countryside department thatigh, you "y, 
can't help but like this game on strength — 
of its playability. It is incredibly easy just — 


to pick up and play, and the next time 
you check the time, half a day can have 
elapsed without you realising it. Even af 
you do get fed up, the beauty of 
memory cards means that 
you can save all the 
standings on back-up 
and take up the 
challenge another day. 
My only regret is that 
you can’t save the 
replays, honestly you 
should have seen 
some of my blinding 
putts... etc. 
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Unsung Golfing 
Heroes Of Our 
Time (part one) 


Fr ks Ta LAR . 
dr us » = i a ard of Nic do f 
Entriay cigs; Bove S 


What a talented chap. Not only 
is our Vinny a well "ard martial 
arts expert, but he also has a 
wicked handicap down at his 


local pitch and putt course. 

Yep, our Vinny always keeps a 

tight grip on his balls (not to 
Gazza's)! 


is STADLER (+16) 
pin:35 yds 2 ft above Lie- Sidehill 


Terry Wogan 
FTTTTTTTNE 
CTT a : 
TTT TT BB A 
TTT TTT Man , q 48 


Played 86% 


Course-lacking, bogey-belting bliss 
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1 es, pinball computer 
games can be kind 
of moderately 
amusing, but they're not 
a patch on the real thing. 
Let's face it, sitting at a key board 
watching a 14" monitor-depiction of your 


DEA: 


IIET IEN] 


Design Team: NMS 
Team Leader: Jon 
Harrison/Steve Beverley 
Where at: 75% complete 


Target release: End fave table just doesn’t come close to 
December '96 - standing in a pub, legs apart, hands on, 
Publisher: Virgin I.E. inadvertently thrusting against the table 


every time you press the flippers. Be 
honest, to a casual onlooker, most 
people playing pinball look like second 
rate Elvis-inspired bump and grind 
merchants. The real thing can be a great 
experience, and one which NMS are 
working towards emulating with Tilt, a 
multi-view, multi-table, multi-ball pinball 
dream on a PlayStation. And at the 
moment it looks like they're 
producing a game which finally 
seems to have cracked how 
to depict pinball on-screen 
the way you see it in the 
pub. It's all in hi-res 
too, so how can it fail? 
Project co-leader Jon 
Harrison happily takes 
up the tale. 
"Steve [the other co- 
leader] and | have 
always been really die- 
hard pinball 


On the 
Monster table, 
providing you set 
up the right 
sequence, little 
Frankie here 
springs to life to 
give you a shock. 


players, | mean 
really massive fans, 
| can quite happily 
spend hours in the 
pub playing a 
decent table, and we 
felt that the 
computer games 
around weren't doing 
pinball justice. | mean, 
Pinball Fantasies [hit 
on PC a while back] is 
a great game but 
there's something about it that didn't 
really appeal to you, like a lack of 
slingshots and ramps. So about two 
years ago Steve and | started talking 
down the pub about the feasibility of 
actually getting it right. Of actually 
getting a table scrolling in 3D. 
"At the time NMS was 
about to begin work on its 
first original project, and we 
wanted to do something 
innovative and different. 
Someone suggested a pinball 
game, and, of course, even 
two years ago the comment 
was that it'd been done 
before. But then we got to 
thinking, well, it hasn't really, 
nobody has ever produced a 
3D perspective, scrolling table 
before. So we decided we 
should go for it." 
So why do you think no-one had 
tried the 3D angle before? 
*| don't understand, | mean we 
sat there for a while and went 'it 
can't be done, it can't be done, 


how are we going to show balls going 
behind things? how are we going to do 
this? How are we going to program that?’ 
But we fiddled a bit, tried a few things 
out and eventually decided that yeah, 
this was possible." 


And, two years down the line, the lads 
are about to be proved right. Now 
nearing completion, the team has 
produced a six table lavishly presented 
feast of all things pin and ball. And you 
can switch to a 2D viewpoint, if that's 
what you're more comfortable with. 

The tables adopt familiar themes, and 
have been designed so that all levels of 
player will feel at home with at least two 
of them, as Jon explains. 

*We decided early on you've got to 
please everybody. You've got to please 
the new pinball player, you've got to 
please the mediocre pinball player and 
you've got to please the fanatic, so that 
was the idea of having rough pairs of 


workstation 


Road King USA is one of the easier set-ups, but 
there’s still plenty to keep you occupied. 


More monster shenanigans. You can actually 
make the skull rotate y'know. 


ne of the 

touches in Tilt 
is the use of three, 
four second 
rendered cut 
scenes, which Jon 
calls flicks. These 
include switches 
triggered by 
activating features 
and other used to 
vary the pace of 
the game’s 
presentation. 
Highlights for me 
were watching the 
ball disappear 
down a ramp 
trapdoor and the 
display cutting to 
the ball rolling 
along the tubes 
underneath the 
table, showing off 
all the underside 
machinery and a 
gun game fade out, 
where the 
viewpoint changes 
so you're staring 
down the barrel of 
a gun - although 
thankfully not from 
the business end. 
Jon and Steve have 
been rendering 
them as they go 
over the past year, 
and have built up a 

uge bank from 

which they'll 
choose the final in- 
game sequences. 

Jon Sis if 

j all the 


how many we'll put 
in the final version, 
it’s more a matter 
of what will fit onto 
the CD, but we've 
done well over one 
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>This green eyed 
monster sadly 
doesnt rear his 
head, but it 


is 


7 *9 amylti-pall or a gun game 
Stage further, we com 


levels of difficulty.” So, how 
it works is that Fun Fair and 
Road King USA, for instance, 
are fairly straight forward 
affairs with little skill shots, 
and a high tolerance of 
missed shots. The player 
really simply has to 
concentrate on shooting the 
main loops to lock balls and 
set up the multi-ball. Neat, 
pretty, but not too involving. 
Myst and Magik, and The 
Gangster are significantly 
tougher, asking the player to pull 
off ramp shots and more defined 
skill shots. The tables have also 
been set up to be less forgiving 
of slightly mis-timed flicks. To give 
you an example, on Fun Fair, the 
design means that players missing their 
target will have a good chance of 
hitting another scoring point. Also, 
should they miss their intended 
À target, the ball shouldn't behave 
too erratically thus throwing any 
patterns out of kilter, forcing the 
player to concentrate on 
rescuing the ball, rather than on 
trying to line up another shot. 


Scary Monsters 


On the medium level, so to speak, 
target areas are more defined and t 
set-ups require the player to shoot one 

loop, then another in the opposite 
direction, and perhaps a ramp shot in 
sequence to set up features. such as a 
"e moving 
to The 
Rolle: and Star Quest. These two are 
packed with features and not especially 
orgiving, having narrower target x 
channels to shoot and plenty of 


E 


the project for 
nearly two years, 
and it is certainly 
busy. As Jon said 
when he showed it 
off to me "it's got 
guillotines, 
generators, monster 
scores, coffins, 
even pyramids for 
the real affaciancos. 
This is the one 
where you can 
actually light up 
the monster in the 
corner, and when 
you do the 
generators explode, the skull head 
rotates, there's so much on there it drove 
me crazy when | was modelling it." 

Some features at this level also take a 
lot longer to build up and require a 
much higher degree of skill and patience. 
Actually, learning the right combination 
of shots seems almost a puzzle game 
with the main action itself, although, as 
described above on the Monster, the 
effects can be worth it if you pull it off. 
Cramming in everyone's favourite effects 
was definitely an aim for NMS. 

“One the things we decided on was 
variety, we found the feedback we were 
getting went along the lines of ‘I like 
complicated ramp shots, | like gun 
ames’, so we decided to group them 

5. So with the later tables you've got 


multi-ball strategies where you've got 


Wo 'on-table to screw up any - 


u devise. The Monster also 


id up, keep the ball in play. It's 
ta it's more of a puzzle. 
There’s different ways to set them 
off, so people don't get frustrated 
trying build up for one and 
actually there's five 
and if you get all 
a real cracking bonus 


ig cracking bonus, eh? Now 
that's what it's all about. Please get 
it all finished soon so | can have 
another go guys. 


ES 


nu 


=- 


—— 
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Two years worth of trekking from 
arcade to arcade and pub to pub went 
into this design. Can | have a job on 
Tilt 2 please? 


They like their ugly faces at NMS. 
Not their ugly faces of course, but the 
ones on the table. Oh no, I’ve blown it, 
they'll never speak to me again! 


workstation 


The making of... 


esearch for a pinball game must be one of the best 
Rico: in the world. All that travelling to pubs and 
arcades to check out the new tables...| dunno, and | 
thought | had it good. Here's how Jon described the 
process of gathering information. (It's best if you read 
it in a Brummie accent.) 

*| admit it, | spend a lot of time in the pub, I live 
and breath pinball. I've known some bad times, but 
having to be stuck in a pub just about killed me! 

“To start off, we had two or three pinball games 
delivered to the offices and stripped them down, bit by 
bit. We then spent over two weeks wandering in and 
out of various pubs and just figured there's no real 
reason why if they can do this in a cabinet you cant 
do it on a computer...we just sort of went overboard, 
we were that convinced it was possible. 

*Originally we used 3D studio for the modelling [The 
final version's being done using Silicon graphics 
workstations]. It was a brand new copy and we just 
had a manual and had to sit there and figure out how 
it worked. So we went though it and did this stock 
animation and sent it in to Virgin and said ‘I’m sure we 
can produce a 3D game' [here Jon showed me the 
original demo] and they went for it. It's pretty horrific 
looking back at this now we've been using the SGI 
stations for some time, but this is how the first demo 
was presented...it's not a patch on what we're doing 
now.. Originally we did a demo of the Black Lagoon 
[pinball table], we sat down and stripped the whole 
thing apart. Every part of every ramp we took apart 
and measured it, we just wanted to prove that swear to 
God, if you want to do a pinball game, you could do it 
right - with some effort. 

"At the research stage we also spent a lot of time 
finding out what people expect and want from a 
pinball game. There's a pinball site on the Internet we 
used quite a lot, sending out questionnaires asking 
people what their favourite tables were: why do you 
like these tables, why do you like these features? We 
got all these responses.. . we even had feedback from 
guys who worked at Bally Midway [pinball table 
manufacturer in the States].” 


Credits 


Jon Harrison - co-lead artist 

Steve Beverley — co-lead artist 

Glenn Benson - lead programmer 

Matt Spall — producer (VIE) 

Alec Roger — play testing 

Lee + Mark at Alias — software support 
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PAR < Bingo? BINGO? 
What is this, video 
games for grannies? 
Wake up Sony! 


Y And its eyes down 
for a full house. Oops, 
already done the 
bingo joke. Let's see, 
if you hit one of the 
enemy, they die. 


@ On your tail, you're mine now sucker. 
I think | can work out that | need to fire 
at him thanks Mr. Computer. 


It was good 

on import 

but could 

have been 4 
better. e 
Sony had 

the es, yes we reviewed 


it last month (it got a 


opportunity E 
to improve but that was Ace 


Combat, the Japanese 
version, and we initially hoped that our 
one would be different enough to " 


Looks: " 
Sounds: i 
Improvements: BEEBEEEREN 
Value: TT} 


68 A lobotomised tortoise could fly this! 


t had time to impress 
when it was the only 
football game around, 
but now phic the storm 
has raged, sizzled and burnt 
itself out, the calm that dwindles in its 
wake is too bloody calm by halft 
What Goal Storm lacks is longevity in 
any shape or form. Against the computer 
you could quite happily (and with 
considerable ease | might add) receive 
the ball from the goalie, dribble past the 
opposition's mid-field, run at their 
defence (no problem) dart diagonally 
towards the opposition's goal and wham! 
The ball flies into the top corner like a 
homing missile, bosh! The goalie hits the 
deck, dejected, deflated, and 
close to suicidal whilst 
player, proud as p 
into his half with 
imitating some K 
triumphantly retuming $ 
after bombing a few pi 
A fewsseconds later, 
regained and ready to go, you 
ther solo attack 
vu, “Cor!” thinks 
themselves “l'm 
bloomin' good at 
this" except that 
they're not. It is 


" Bos ic painfully easy for 
Altsa any person to 
and I'm going to pick this game 
score. Oh yes I up and score 
am matey, no goals that would 
doubt about it. make Pele puke 
within a few 
b | reckon this F4 minutes — and 
—— > f this predictable 
^ P' X snooze factor is 
the Bulgarian iub y at lets this 
International. : game down So 
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dramatically. Even in two-player mode 

each game simply resorts to a tennis like 
affair with both players taking it in turns 4 
to score the same goal every time, and — 
when the scorelines read 31-29, you 

know for sure that it's time to change 
your football game. 


Everything else about this game is fine 
(what's left?- ed). The graphics utilise 


super smooth polygon players than move 
brilliantly and possess all of the traits 
displayed on a real life pitch, the fouling, 
the play acting, the taunting — it's all 
here. The new and improved sound is a 
bit iffy though, the sound effects that 
were supposed to be changed still sound 
like the players are kicking a metal 
sphere around, and the commentary Is 
somewhat wooden - where's Andy Grey 
when you need him? Or perhaps not. 
The new national sides are a definite 
improvement over the obscure J-league 
inning Eleven, and we even 
a few of the top names, 
Gazza with his now out- 


clubs of 


managed 
most no 
dated blo 
With only one 
tournament mode and the 
lacklustre two-player 
game, this could hardly be 
considered good value for 
money, and we think that 
anyone who takes their 
seriously (like we 
do) will be sick as a 
parrot with this simplified 
offering after a few days. 
Sorry Konami but we want 
the PlayStation equivalent 
of International Superstar 
Soccer now, not these 
half-hearted tasters that 
play like sloppy 
Subbuteo seconds. 


p. 


ootbal 


—— 
Doddleness: BEBEEEEEEN 
Value: mI 


One goal wonder 
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ere are four beefy 

weapons on offer in 
Philosoma, each is 
extremely handy on 
certain levels. Here is a 
brief description of each 
bit of firepower and 
where it comes in most 
useful: 


Vulcan 


This is your standard 
(use all the time) 
weapon, which is pretty 
special as far as standard 
weapons go. It can chuck 
out loads of bullets per 
second and is rather 
handy for maiming just 
about anything. 


Reverse Cannon 


Only a single shooter 
unfortunately, but the 
bullets are bloody 
powerful and can rip 
through anything within 
a matter of seconds. It 
goes without saying that 
this is essential for killer 
enemies that sneakily 
attack from the rear. 


Laser 


This fine beam will 

melt anything it 
touches more or less 
instantly. It is best used 
for end of level bosses or 
anything you've got time 
to kill because it isn't 
particularly fast. 


Photon 


Charge it up ad let it 
rip. This short, yet 
highly powerful burst of 

cosmic energy will 
obliterate anything in its 
path. Unfortunately it is 
rather sluggish and takes 
time to charge up. 


Just when 
Ryan Butt 
had written 
off the 
prospect of 
a decent 
PlayStation 
shoot 'em- 
up, the 
oddly- 
named 
Philosoma 
arrived on 
the scene 
for a spot 
of frying. 
Smart. 


Publisher: Sony 


Customer support: 0882 505505" 


Expected: January '96 
Expected price: £40-£45 


ake up! With the 
exception of Loaded, 
every shoot 'em-up 
we played last month 
was just about guaranteed to 
eventually send gamesplayers 
everywhere drifting off into a comatose 
State, well not anymore matey. 

We've got something here that oozes 
excitement from every pore and will 
make a point of grabbing you by the 
gonads and beating you about the face 
with a very wet kipper, into total 
submission...well not 
quite, but it is pretty 
exciting stuff. 

Yep, Philosoma is 
hot stuff alright. It's a 
blistering roller 
coaster of a game 
that will constantly 
throw you into the 
unknown with each 
new level, thus 
ensuring that you'll be 
hooked until the day 
your PlayStation melts 
in the big bang. 

You control an easily manoeuvrable 
space craft that comes equipped with 
four devastating weapons — handy 
considering some of the raging 
intergalactic monsters you'll be 
encountering on your mission. Navigating 
through a series of phases, your mission 
is to root out and destroy the evil that 
lurks at the ass-end of the galaxy. With 
each new level comes a fresh new 


Thiis a 
daftari 
CGDI 
game 


perspective and an entirely different look 
at things. One minute you'll be happily 
flying vertically upwards, then 
horizontally across, and then the whole 
game will magically transform into a 
frenzied 3D blaster. Spooky. 

The whole affair is strung together 
with loads of FMV sequences that kick 
off once the token bosses have been 
vanquished, and this helps give the 
action a certain order and helps things 
flow along smoothly. 

Graphically, Philosoma is the business. 
Each new level offers 
a new view and a 
fresh new challenge 
and the standard in 
general noticeably 
increases in quality 


as you go on. My 
favourite bit was 
definitely the runaway 
train guardian which 
comes rignt out oT 
the screen and in yer 
face pow: 
The video sequences 
polish things off 
nicely and act as a constant reminder 
that this is definitely how next 
generation consol@ Blasters should look. 
Unfortunately the sound isn’t quite up 


to the same high standards and is pretty 
lame, but this doesn't significantly 
detract from your overall enjoyment. 
Make no mistake though, this is a damn 
cool game that you'll play to death and 
probably way beyond. 


reviews 


“4 There you are cruising 
happily along and then all 
of a sudden a stinking great 
star destroyer blocks your 
flight path. God damn 
Sunday pilots! 


A The assault above techno 
city is more than enough to 
test even the most skilled of 
shoot 'em-up wizards. 
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Y Things start to get a little 
hot under the collar as you 

navigate your craft through a 
mothership’s core. 


A. Philosoma makes 
fantastic use of full motion 
video inbetween levels. 


BAS 
O X 
verdict 

Looks: SSHR000008 
Sounds: SSS0000008 
Firepower: BEEERBEENI 
Value: LLLTTTTTTT 


Played 85% 


The stuff films are made of 


*Sony customer support line is charged at 39p/min (peak) 25p/min (off peak) 
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Bonnie Tyler 
| sang about 
| one of the 
heart in the 

| eighties, but 

will the 
Ryan be 
singing the 
praises of 
this Total 
Eclipse of 
the pee nt 
per | PlayStation? 


Interceptor comes Total 
Eclipse Turbo, a game that 
utilises the same swirly games engine to 
produce a mapcap terrain that just can't 
keep itself still. 

Instead of racing around in a moon 
buggy on this 
occasion though, 
you take to the air 
in a combat craft 
complete with 
blazing cannons 
and a nifty smart 
bomb that rips 


The 20 levels on 
offer are set out 
pretty standardly. 
Fly over the planets 
surface blasting 
interceptors and gun turrets, and then 
à special portal that zaps you 


evoking claustrophobic tunnels 
sequences that ooze confusion in large 
doses — | myself was sweating rather 
nervously by the time fresh air entered 
my nostrils once again. 

After five levels you'll get the 
opportunity to take on a mega guardian 
with the reward 


«| 


LI TOITTtmpgr 


straight underground for some real puke- 


successful) of ascending to the next 
planet to tackle a fresh new challenge. 

On the 3DO this was billed as being 
*one of the smoothest, slickest shoot 
'em-ups yet seen", if only the port over 
to PlayStation could have been as fluid. 
What we've got here is a jerky, stodgy 
shooter that looks really bad for a 
PlayStation game. As with Off World 
Interceptor, much of 
the intricate detail 
has been wiped in 
favour of speed, but 
the result this time 
is very poor. 
Admittedly, the 
various terrain's are 
produced quite well, 
and the way in 
which your craft 
weaves in and out 
of mountains and 
can rise and duck 
below other hazards 
adds a certain 

| excitement to the 
proceedings. | also liked the way you 
can press the top buttons and go into a 
frenzied spin and squeeze through 
narrow gaps, but this eventually only 
adds to the confusion. 

The presentation is brushed-up thanks 
to some very nice full motion video 
sequences that run between planets - 

1 epic cinematic feel 
about it. 

The main problem 

with Total Eclipse 
Turbo, apart from 
the giddiness it 
generates is the 
boring repetitive 
nature of the 
gameplay. Everything 
is just so standard. 
You get a certain 
amount of freedom to 
decide upon your 
route through the 
network of mountains 
and ravines that make 
up the planet surfaces, 
but even then you still 
feel like nodding off. 


There aren't enough exciting weapons 
and varied enemies to attack, just 
dodgy-looking flying horseshoes and 
wierd floating balls. 

It's mainly the graphics that drag this 
game down because once you clap eyes 
on these rancid pixels you can never 
quite get into the swing of things... the 
fact that your cannons seem a trifle off- 
target don't add much to your enjoyment 
of the game either. 

| suppose Total Eclipse | 
classed as enjoyable for a 
won't take long before that 


anxiety starts 


to loom over you that yes, perhaps you 
should have bought Philosoma, or Rapid 
Reload or something, anything else! 
Then you'll look up, have another glance 
at this, and start scrambling around for 
the receipt and the number of the local 
games exchange shop. 


A Feeling claustrophobic yet? As you 
hurtle through the underground tunnels, 
avoid scraping you wings on the side. 


“These structures may 
look menacing, but a 
few well-placed shots 
will demolish them. 


A Shoot the mechanical doors to 
prevent them from closing. Once 


they're shut there's no way through. | 


vergict 


Looks: BEBEEENNEE 
Sounds: ETT 
Claustrophobia:BE B EE B ERE M 8 
Value: 000000008 


Playeg 69% 


Totally eclipsed by confusion 
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Deluxe 


hat a 
frenzied 
feast of shoot 
'em-up fun this 
bargain pack 
produces. Splicing together two 
rip roaring blast-a-thons sounds 
like a plan to get you buzzing 
away until Christmas. It's doesn't 
work though, because these 
games are dead easy! 

Like Parodius, the action 

involves little more than 


collecting power-ups, demolishing herds of 
strange space beings, eventually dying and then 
petante the point at which you left off. It is 


A How many other shooters 


boast a troop of levatating, multi- 


coloured pussy cats? 


you can't help but smile 
r dly short lived and 
h this a couple of 


Publisher: Konami 

Customer support: 01895 653000 
Price: £69.99 

Expected when: Now (import) 


'Y This is one lass that 


understands that fact that 
looks can kill. 


Hermie Hopperhead 


he winner of this 
month's most 
obscure import 
game goes to this 
strange offering from 
the States. It centres 
around a quirky young scamp with a W Price: £69.99 
hair cut from hell who skips around lj Expected when: Now (import) 
platform land pursued by walking eggs. The idea is to simply bounce 
on baddies and collect stars to beef-up your pre-hatched companions, 
thus making them more able to perform the tasks needed to get you 
through the levels. The idea 
may be a novel one, but 
this is executed with all the 
style and sophistication of a 
crusty caveman. It looks no 
better than a very average ass 


Momonon 


@ Publisher: Sony of America 
© Customer support: No UK number 


$m 


SNES platformer and ; E os 
although we searched long v 

and hard for any elements "4 Wee 
even vaguely resembling koc è NES 


next gen, we gave up once 
we clapped eyes on the 
poorly-drawn, cardboard 
bosses. Light hearted fun 
for a while but nowhere 
near acceptable. 


i Sar 


Playeg ' 530) : 


e 


wasn't expecting King 
Bowling to be 
perfect, but it could 
have been a bit more 
lively than this. 
Like most Japanese import titles, you 
take your chances with the reams of text 
that are hurled at you, and 
unfathoming this lot takes 
time and a whole lot of 
patience. My method 
involved randomly clicking 
around until anything even 
remotely resembling a game 
emerged. When it did, 
horrified, | realised that 
randomly clicking through 
the endless text pages was 
actually far more enjoyable! 
| suppose you can only make 
bowling so complicated, but all you have 
to do to strike here is gauge an 
incredibly easy power and accuracy 
meter. It should not be this easy. 


21 Jeg 3/ o 


Strike this S off your shopping list 


Publisher: Coconuts 
Customer support: No UK number 
Price: £69.99 

Expected when: Now (import) 


A The egg-man prepares 
to play ball. 


E- 
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Treat Yourself... 
or a friend... to 
Play for a 
whole De 


weit 
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feature 


ith the advent 

of the Sony 

PlayStation, we 
have undeniably 
entered into the next 
age of videogaming 
and into a bright new 
world of hyperreal 
interactive 
entertainment. Games, 
in this exciting new era, 
are no longer produced 
as they were 15 years 
ago, in the heydays of 
the first home 
computers. Today, the 
videogames industry 


` Gone are the 
days when 


e o è 


produces software C3 
backed with multi- 9 games were 
million pound budgets. " 

The market for - produced by " 7A 
videogames in the è inspired 
home is rocketing as . y individuals 
each year passes and * 3 " 
new technology allows ». working slavishly 
for bigger, brighter, > - on a hot 
better games and new MP 
experiences in a world * keyboard, du ud 
—— the mind and ` burning the 
machine are evermore ES 
interfaced. No longer >, midnight oil in a 
the pursuits of a small * coffee-stenched The Liverpool likely lads gameplay is actually in place, just tow- 
group of adolescent . level graphics engines and basic control 
youths, videogames are darkened room Psygnosis take a very profound interest systems. It can take another eight to ten 
now firmly insted into "M (we're the only e EO ood poge Comprised mones anecs saet a os 
society very much as E i of as many as 13-14 in-house me, i í ; 
part pt lifestyle. » " ones who still do programming teams located in their 
With games nowadays ps that). Today. offices in Liverpool and dotted around 
being totally immersive, ? ? the country, they have Produced, and are Meet 

$^. games are working on some of the best PlayStation 


combining a perfect " : | | 4 
synergy of music, video massive projects games going. Their philosophy towards Of the 12, 
and interactive s the cen games employs an game, ther 
feedback, we are firmly executed by l 


in the realms of an 
ongoing cultural 


approach that learns from its mistakes. It — programmé Ó 
is certainly true that not all of their graphics artists, @ musician, 
games have been big successes, like extraneous coding Such as intro 


phenomenon... = Mu non the n" and Novastorm sequences, thé main game designer and 
i Ta T n ation, büt from Psygnosis' a producer to @versee the whole project. 
i t of view, these games are But it's not all coding and game design, 
fr the tess pe oF Lar failures than important there are many Other people that work 
looki th thod nds for fewer on games, not least in the 
ans o d by tw g d" 4 T ay deed, Without evaluations department 
ass a 1 i j 3 E A ü f " an AN Ap Psygnosis' invest a lot of 
PORA sisi x : A : bis time in ensuring that 
is/c 39995... ly n i cre i their games will be 
st a ita ag nm 1 eire 
nteractive an | 4 A d 3 


put a lot of effort 
into market 

research for their 
products. To this 
end, people from 


Electronic Arts, in how ~ 

they produce such 

massive games like 

Wipeout and the Wing : 
Commander series. Next j di 


ww v when game's develop- 


the surrounding 
dna "— will . he quizzed two ment, from P. areas, covering a 
take a look at the ways i dis Gat inception to end, can broad cross-section of 
two of the smaller, F P of the biggest be s long as two the youth community, 
independent design — . names in the years. Within this period of 3 are often invited in to play 
teams renowned for E time, for the first few months their games in the alpha/beta 
their creativity produce f business, or so, the ideas for a game stages. The games on the shelves are 
their games, and will  * JN Electronic Arts fruition, but it can Be as 


htto one up from the beta version. This kind 
\ of feedback is essential in Psygnosis’ 

eyes, as ultimately, it is you guys who 
of th will buy the games. 


look at the merits of . ten months in developmen 
the two different í and Sony is anything tangible to see omi 


approaches. - Interactive. screen. Even at this stage, Mong 


; A £d 
a person for — 


ork 


feature 


n order to get the whole concept of a game right, 

Psygnosis even went as far as recruiting an external 
agency to shape the look and feel of all the visuals. 
With millions of colours available at high resolution on 
the new consoles, it is imperative to ensure any 
potential is tapped. In this case, Designers' Republic 
produced the whole package Wipeout, from the logo 
to the design of the ships. 7 

In the case of sound, Wipe features tracks from 
some of the best contemporary musicians in the dance 
music arena, including Leftfield and Orbital. Check out 
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* In many ways the firm ndn "last two years or so, during which the 
hands-on approach to programming, and company. has transformed from a 
aren't afraid of experimenting with new medium-sized publisher into one of the 
techniques. Ideas are always put down major players in the industry. Sony's buy- 


on paper before a game starts being out reflects how important creative 

coded, but they are not carved in — software houses like Psygnosis are in the 

What they do pride themselves on is fhe videogames field. With some of the most 

creativity they put into their products. In ii tive sames ever devised in their Employing the services of the Designers’ Republic meant 
Wipeout, for example, they feel that they — folio, Ps going from that Wipeout not only played well, but looked superb too. 


have produced a better game than they strength 


fticularly now with 


originally thought possible. There were the majority feleases for the 
obviously things that they couldn't oa ahead Of Sony Computer 
include due to technical restrictions, but En nt's Own products in the Many games that the firm produce 


have much smaller budgets, but despite 


still, there were many things that the software sales charts. 


PlayStation allowed them to do that, " ge. this, at every opportunity the teams 
conventionally, would have been How much? always experiment with what they can 
practically impossible before now. and can't do with a game. This means 
Psygnosis' commitment to videogames Without doubt, videogames in this that if the game doesn't do as well as 
is reflected in the success that their consumer age are big business. Indeed, the bigger titles, at least something has 
products have had, especially over the costs for producing a high profile game A syne’ through the programming 
—- like Wipeout were a of  leamihe progress. It is this 
£400,000 and, dep ng on passiomfor programming 
licensing deals; might evee. and development that 
“up to around tte or has made Psygnosis 9 
is for a the force it is 


W, and all 
e! Thes today. 


forms of promotion 
including cinema — 
commercials. 
Obviously, not all 


feature) oe 
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e sheer graphics power that the 


easier and easier to produce life-like 
3 animation. With all this power, many 
games these days are making use of motion- 

i capture technology to computerise real actors’ 
& J| or players’ movements to provide some of the 
wm — | most realistic graphics ever seen on consoles. 
E | The process involves using real humans with 
E 


special reflectors stuck on to them in specific 
A ‘\)~ places. Computers then monitor the motion of 
these discs and record the motions that are 
- made. The sequences are then strung together 
; and the humans represented by wireframe until 
e motion has been perfected. At this stage, 
‘skin’ is rendered on. to the characters, with 
end result being incredibly lifelike 
Bracter motion in the game. . 


| PlayStation offers to artists and coders, it 


i These stills show how the Motion Capture system 
VE. works. Using computers, the players’ moves in FIFA 
te '96 are ‘captured’ and then reproduced in the game." 


"Wirefragfe graphics are the first stage after 
_Aigitisation. Then, a 3D ‘net’ model of the player 
is created once the-motion has been finalised... 


finally, the character has a ‘skin’ put on to it, | 
78 which is either texture mapped or shaded. Voila! 


Art for arts sake — 


Electronic Arts (EA) is one of the 
biggest players in the videogames 
industry, with offices in the UK, Europe, 
Canada and the US. The manner in 
which they produce games is somewhat 
different to Psygnosis, Rot in a better or 
worse way, just 
different. Where 
the former takes 
more of a hands- 


due to its licence agreement has a far 
bigger.promotional. budget than a 
unlicensed game such as Wipeout.. 
FIFA’s whopping £1 million for 
advertising, including television and 
radio space, may seem a lot of money, 
but EA have a few even bigger cherries 
on their cake. Wing Commander IV, due 
out on the 
PlayStation 
around Spring 


— —— ^ 
— ——— A A '96, has a 


on approach to 
programming, 
getting their 
hands dirty with s 
code and seeing Mer 
what they can do 


| game, thé first 


g all the 


is chnically 


ncorporates. 


scripted m: production. This 
advantages in that there aresalready 


guidelines in place whefothe Whole must be paid to all the features in the 
project gets undenway,atibis less flexible game. One of EA Sports’ slogans is ‘It’s 


than Psyenosis" approach where a 
game's concepts dre developed in 
tandem withthe 


t- 


Pa Games 
ports, stable, 


football 


gulidelines ' 


followed. B * \ 
outlining 8 
before progiict 


als bétween 
and EA, the 


a much earlier stage. 


i entation is to produce 


ind how all 


ogrammers during the 
ji p. AES WC 


bason for this more 
the quipber of bi 
x T. 


c 
essuch as FIFA 96, coming Y 


: ES predominantly; weeks before it 


production 
budget of $10 
million (around 
£6 million). With 
a Storyline not 
too dissimilar to 
George Lucas’ 
lars, WC-IV is based on a 

pted film, which even stars. 
(but unfortunately not his 


-strong 
the film si 


ng film crews and 
make-up n aa to think 
how, much money goes in a 


like’ these, but timaly lity tells. 


de. 


da y 
T ox > 


$ 
Another aspect of €reating licensed 1 
games is the-attention to detail that 


in the game.’ This little phrase-reflects-- 
their complete philosophy on how much 
Of theweal sportjthey are representing - 
e game, it's in the game. It 
A Sports have 

ed chart hits over the 


es for a game to 
bej clone nilar to.that.at 
yth firm. Withi 
ction period 
until about 
7 before the 


before th 


b. Co most o 
the bugs are ironed 
out, normally about a 
nth before it's finished. 
nal bugs have been 
arketing have got all 
al ready, the 
ion about six 
n the shelves. 


‘i 


the promotio 
ame is sent fi 


feature 


A fistful of 


JFIF A | dollars 


being big business these days, it 

is not difficult to see why these 

amounts of money are spent in 

game development. Consumers S 
i 


VIRTUAL STADIUM 


now demand more and more 

polished products, and with the 
potential available for very high 
quality games these days on the 
ultra-powerful next-generation | 
consoles, software houses are 


obliged to make sure their games 

À The £1 million spend on advertising FIFA '96 covers everything from magazines to T " 

TV. With Xmas looming, expect to see adverts for big games like this very soon. ` make grade. The s for 
features like full-motion video and 


band-produced music scores can 
tally up to ridiculous amounts, and 
it has to be said that they provide 
little more than feel to the game. 
The really vital work still goes into 
producing the best possible game 
engine. 

Next month, in the concluding 
part of this feature, | will be 
taking a look at how two of the 
smaller ‘art-house’ games 
producers work. Commonly, their 
production spends may be but a 
fraction of what the larger 
software houses splash out on, 
but this doesn't necessarily mean 
that their games are in any way 
inferior. The main areas that these 
passionate games creators focus 
on is the gameplay, rather than on 
extra features such as licences. 
To this end, some of the most 
innovative software ever produced 
has been from small teams of 
programmers working 
independently from the 
commercial mainstream. 


Tune in next month... 79 
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Road, Warley B69 9MP 


Nl Sony PlayStation Centre 


We udi in Mega Drive, SNES, 
The Southwests No 1 


All the latest games 


300, Neo Geo CD, U.S. SM .. ER : 
Sega Saturn, U.K. Playstation . . NER E rented by mail 
i à AP Saturn...... Bae 
Seny Playstation, Virtwalboy ; eI nae Aere LY (including 1 week free hire) 
pz Tekken 2...» bas Duo 


We will beat any price 
in West Midlands 


E Also Specialise in Japanese 


Ridge Racer Revolution BF 
Dark Stalkers ......... FIRE. 
Virtua Fighter 2 .... T 5 E 
Virtua Cup ........ ie For more information 
Sega Rally ........ - FAT write to: 


PlayStation 


| EN 19 Kenwyn St, Truro, TR1 3BU 


Animation, Martial Arts Films | VISA Tel: 01872 261065 
Hong Kong Films | Old Bake House Lane, Chapel St Memory Cards & Scart Leads . . EBEN 
& Ex-rental Films | Penzance Other Games and Accessories available 
rices are subject to change 
P+ P £1.50 Games £10 Consoles 


; 7 | d Tel: 01736 331131 
| Faw O12 644704 9121 628 571: 


^0 


VIDEO GAME 
CENTRE 


We have a huge range of 


Movie Time 
Home Entertainment 


new & used consoles, games, & 
accessories including new & rare 
imports from Japan and USA 


PROBABLY THE CHEAPEST 


Megadrive, Mega CD, 
Sega Saturn, Sony Playstation, 
Super Famicom, Nes, Gameboy, 
Jaguar, Lynx, 3D0, PC Engine, 
Turbografx, Neo-Geo 


888 Wimborne Road, 
Bournemouth, BH9 2DR 


Tel/Fax: 01202 527314 


ES — 


O Games, Starblade, 
X, Alone in the Dark, 


PlayStation 


TELEPHONE: 0171 738 999] 


117 LAVENDER HILL, LONDON, SWI SOL 


em p 


Repairs and 
grades Undertaken 


NU Holburn Streel G Tel/Fax 
Aberdeen GAM 04224) 212721 


gibson CENTRE 


COMPUTER. 
ENTERTAINMENT 


Official Stockist of the U.K. 
Sony PlayStation 


Please phone for prices, trade-in enquiries or 


PayScatior 


SO YOU'VE GOT A PLAYSTATION 
SO YOU THINK YOUR PRETTY COOL 
SO MAYBE YOU THINK YOUR BEST 
SO FIND OUT 
Pit Your Gaming Skills Against The 


Monthly PLaystation Gaming Challeze 
Months Victor Wins The Game of Their Choice 


SO YOU'VE GOT A PLAYSTATION 
SO YOU THINK YOUR PRETTY COOL 
SO MAYBE YOU THINK YOUR BEST 
$0 FIND OUT 
Every Month Members Across the Country 


Receive A New Playstation Gaming Challenge 
Each Months Victor Wins The Game Of their Choice 
Ine years subsepption £13.50 


Cheques payable to STS w 
Station Top Score, 138 Inverray, Glenrothes. File KY7 40R 


drop in for some expert advice 
Phone now to order your Sony PlayStation at the 
Unbeatable price of 
£325 
Including Ridge Racer and next day delivery 
Solid Gold Games Centre is abo pleased to he probably the 


Each 


years subscription £13.51 
Cheques payable to STS at 
S Top Scure. 138 Inverray. Glenrothes, File KY7 4QR 


first store to provide an exchange service for PlayStat 
in deals on both 16 & 32 bit 


STATION TOP SCORE 
PRIZES EVERY SINGLE MONTH 
WIPEOUT THE OPPOSITION 
& MEEF THE CHAL E 


r 
STATION TOP SCORE as well as a variety of trade 
PRIZES EVERY SINGLE MONTH 

WIPEOUT THE OPPOSTTION 


& MEET THE CHAI NGE 


ment 


Solid Gold, the store that gives you more! 


f 
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playing tips 


Station 
Hey, Ma 


NBA Jam T.E 
Master listens. è 


The survey’s from To get the following cheats, you must do 
aa ig them on the “Tonight’s Match Up" screen 
issue one had just and tap them in the correct order. 
started flooding Big Head Mode 
in as we went to P> Square, X, Circle, Triangle continuously. 
press, and one of Mana Head Mode * 

m Square, Triangle, Circle, X continuously 
the things most 
requested was 
more cheats. He 

; Huge Mode 
wasn t sure but > Triangle, X continuously 
we eventually Powerup Dunks 
persuaded him to > Left, Right, X, Circle, Circle, X. 
get back to work Powerup Fire 
and search out a > Down, Right, Right, Circle, Triangle, Left. 
load more. As Powerlines 
P Right, Up, Down, Right, Down, Up. 
well as all that, b hito 
owerup 

there's part two > Up, Down, Left, Right, Left, Down, Up. 
of our Wipeout 
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Wipeout 


Access Rapier class 


If you are unable to succeed at 
the Venom class and experience 
the extra thril of Rapier, then 
do the following to get 
straight to the speedier 
action. Hold tight! 
Baby Mode 

P> Square, Circle continuously A) Highlight one player on the 
startup screen 

B) Hold down all of the following 
buttons: 

L2 , R2, Left on the D-pad, Start and 
Select. 

C) Keep holding them and press the 
X button. This should take you to 
the class screen. Now you can 
get down to some serious 
racing! 


Hidden Track!!! 


This is a top cheat to allow you 
to get another track called 
"Firestar". You would only normally 
get it by completing all the tracks in the 
Rapier class. Well now you don't 
need to. It’s fast, bendy and 
pretty darn fun! 


Manpower 


Guide, a look P Right, Right, Left, Right, X, X, Right. 
round Theme Park Quick Hands 


> Left, Left, Left, Left, Circle, Right. 


and the full round 
down on how to 
score tens of 
goals at WIS's 
Striker ‘96. Say 
“thank-you 
Station Master”. 


A) Highlight one player on the 
startup screen, 

B) Hold down all of the 
following buttons: ! 


Li, Ri Right on the ^ 
Start, Square and Cir 
3) While still holding tHi&fabove 


press X 
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Turn on the game, 
then using the first 
controller tap in X, 
L1, L2 whilst the 
second copyright 
screen (the one 
after the logo) is 
on-screen. 

You should then 
hear a strange 
noise. 

The rotating MK3 
logo screen then 
appears. Instead of 
pressing start on 
the KOMBAT icon, 
press up on the D- 
pad and you 
should now see the 
cheat menu. 


playing tips 


Mortal 


ombat 


Mortal Kombat codes were 
arcade. They only work in two ph 
mode, though, so you'll need a ma 
help key them in right. 

They allow such cheats as Dark 
Kombat (scrapping in the dark, strangely 
enough) to fighting end of game bosses. 
You can only use one code at a time 
though. To get things going, tap the 
relevant listing in on the Vs screen until 
you match up the right symbols in the six 
boxes at the bottom of the screen, as 
shown below. Each player has three 
boxes to take care of. Some codes only 
need one changed, some two, some will 
need all three. 

You'll know if it’s worked, as the 
description of the code flashes at the 
start of each bout. 

Word of warning, you only have a brief 
amount of time to do this in, so be 
quick, or the game will load before you 
have a chance to input the code. 


Disable Throwing 


Pad 1: Tap Square x1 
Pad 2: Tap Square x1 


KL SEDES 


Disable Blocking 
Pad 1: Tap Triangle x2 
Pad 2: Tap Triangle x2 


Half Energy for Player One 
Pad 1: Tap Triangle x3, Circle x3. 


Half Energy for Player Two 
Pad 2: Tap Triangle x3, Circle x3. 


Quarter Energy for Player One 
Pad 1: Tap Square x7, Circle x7. 


rter Energy for Player Two 
: Tap Square x7, Circle x7. 


No Life Bars 
Pad 1: Tap Square xg, Tr 
Pad 2: Tap Square x1, T 


No Fear 
Pad 1: Tap Square x2, Triangle x8, Circle x2. 
Pad 2: Tap Square x2, Triangle x8, Circle x2. 


Theatre of Magic 

Pad 1: Tap Square x9, Triangle x8, Circle x7. 
Pad 2: Tap Square x6, Triangle x6, Circle x6. 
(Gives hints for a Midway pinball game!) 


No Knowledge 

Pad 1: Tap Square x1, Triangle x2, Circle x3. 
Pad 2: Tap Square x9, Triangle x2, Circle x6. 
(Displays a text message only) 


Unlimited Run 
Pad 1: Tap Square x4, Triangle x6, Circle x6. 
Pad 2: Tap sive x4, Triangle x6, Circle x6. 


Randper Kombat 

Pad 1: Tap Square x4, Triangle x6. 
Pad 2: Tap Square x4, Triangle x6. 
(Fighters randomly morph into other 
characters) 


Dark Kombat 

Pad 1: Tap Square x6, Triangle x8, Circle x8. 
Pad 2: Tap Square x4, Triangle x2, Circle x2. 
(Screen is dark but flashes briefly when 
someone scores a hit) 


Psycho Kombat 

Pad 1: Tap Square xg, Triangle x8, Circle x5. 
Pad 2: Tap Square x1, Triangle x2, Circle xs. 
(Combination of Dark Kombat and 
Randper Kombat) 


Play Galaga 
Pad 1: Tap Square x6, Triangle x4, Circle x2. 
Pad 2: Tap Square x4, Triangle x6, Circle x8. 
(Play a brief game of Galaga. Three lives, 
any button fires) 


VEEISSE2ER S. 


Fight Smoke 

Pad 1: Tap Square x2, Circle x5. 

Pad 2: Tap Square x2, Circle x5. 

(The winner of round one gets to fight 
Smoke) 


Fight Noob Salbot 

Pad 1: Tap Square x7, Triangle x6, Circle x. Y 
Pad 2: Tap Square x3, Triangle x4, Circle x2. => 1 
(The winner of round one gets to fight i 
Noob Salbot) 


koi f ESE) 


Fight Motaro 

1: Tap Square x9, Triangle x6, Circle x9. 
Pad 2: Tap Square x1, Triangle x4, Circle x1. 
(The winner of round one gets to fight 
Motaro) 


SESIR 


Fight Shao Kahn 
Pad 1: Tap Triangle x3, Circle x3. 
Pad 2: Tap Square x5, Triangle x6, Circle x4. 


(You guessed it, the winner of round one 
gets to fight Shao Kahn) 


playing tips 
Street Fighter: Rapid Reload 


: > Level Select 

The Movi e Watch the opening demo through once. Then, at the title 
screen, hold down Li+L2+R1+R2 (on top of the pad) and 

Select. The “Push Start" should change to "Secret Code" with 

two letters behind it. The left letter is changed with U or D, 


the right letter is changed with T or X. Then the settings are 
as follows: 


Select Akuma 


During street character selection, put 


your cursor on Guile. Input this MA Stage 2 UT Stage 3 
sequence quickly!!! Up, R1, Down, L2, RH Stage 4 MK Stage 5 
Right, L1, Left, R2. If successful, HT Stage 6 


Akuma will appear in the portrait 
window. 
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3:2] Dragon Ball Z 


' o 
lesauabpaeje-vECA el 
ee KEN eje BLANKA OF 


> More Characters 


The Raiden 
Project 


> Adjust Resolution 


E 
During the game, hold the top four Parodi Uus 


buttons together. This brings up a screen 


which allows you to adjust the resolution Various Cheats 


and move the screen around to your 


To get more characters to fight with in this Jap import beat ‘em-up, just 
press Up, Triangle, Down, X, Left, L1, Right and R2. If you get a new 
title screen, you would have done it right and you will have more 
characters to choose from. 


Cybersled 


liking, and gives you a few other things to » Invincibility z 
play about with. Pause the game and press T, T, X, X, O, S, » Five New Sleds 

O, S, D, and L. If this is done correctly, you 

will hear a sound. Repeating the code When you see “Press Start Button" on the title screen, push 

T x turns it off. the following buttons to access five more Sleds:- 
d Up, Left, Down, Right, Up, Triangle, Up, Right, Down, Left, Up 

Zero Divi e > Max Power and then Circle. If you hear an explosion, you will know that 
int - ; Pause the game and press U, U, D, D, L, you have done the cheat correctly, Now when you go to select 
Secret game of Phalanx m, |, R, X, and O. If this is done correctly your sleds, move to the far right and there will be five more 

you will hear a sound. This code can be to choose from! 
Hold down Start and Select on the pad repeated at any time. 


when you switch on the machine. After a 

while, a title screen for the SNES shoot > Level Select 

‘em-up Phalanx should appear and will let At the title screen press Square x5, Triangle 
you play the full game. Fire away! x7, and Circle x3. 


Battle Arena 
Toshinden 


Play as final boss SHO 


To get Sho, you will first have to enter the Gaia code which is:- 

On the title screen, press Down, Down, Right, Right, then Weak Slash. Go to 
the option screen where you select characters and select Eiji. Now press up 
until Gaia's face appears. Now if you want to get Sho, do the following: 

On 1P, wait for the intro to finish, then do a fireball motion with square 
while the options such as "1p game" "vs human" etc are going from left to 
right. Wait through the demo and intro again and perform a dragon punch 
motion on the 2P pad using the square again. If you have done these 
correctly, you will hear a sound sample of “Fight”. 

Then begin a game, pressing either Up and X for Eiji, Down and X on 
Kayin to play as Gaia and Sho. 


Ream suits 
you best 


playing guide 


ISING for a 
UTSI 


ven though your 


s À Dar tt 
isn’t to totally 
blow the living 


daylights out of the 
other competitors, the S 
various weaponry is an important Bl t 
tactical element. The weapons as m 
come in the form of power-ups 
Situated on the track, which you 
pick up as your craft passes over 


the symbol. They're placed 
randomly, but all can be put to 


Shock Waves 


If you hear this, and it's not 
because you've released it, 
prepare for a bu b 
Try twisting and turn 
avoid getting hit because (surpr kd 


some damage yourself. When the shield i 
active, you can pick up other power-ups, rprise) it slows you down rapidly. On 

but they cannot be activated until your Offence, try and use when on a straight or 
shield has been used up. up close between corners. 


Rockets 
Turbo Boost Use when directly in line 


When used at the right time, the with the opponent ahead, or 


service. You 
can reach 


Turbo Boost comes in quite useful. on a long straight. Try to 


us at But never attempt pressing that work out what the opponents 

button near a corner. Best on straights, next movement will be, as your weapon 

www.parago but not on jumps. Also comes in quite flies straight. Remember, the rocket has 
handy if you have it near the end of the to get to its target and leaders with good 


n.co.uk/play 


race to overtake at the last minute. hearing have time to take evasive action. 


. Missiles 
Mines One up on rockets in that 

Someone is up your rear? (pardon? you actually have a sight to 
ed) Then release these and they'll be line up your intended victim. 


sure to disappear. The mines are But, again, they fly straight 
despatched in five's and unless they hit and can be quickly dodged 
something on their way out, will explode unless, of course, you're firing from point 
automatically after a few seconds. Not blank range. Now there's an idea... 
much use when you're stuck in last missiles are generally more effective used 
position though. on all the straights 


ollowing on from last issue’s three, here’s the last trio of 
troublesome tracks to deal with. 


If you like night racing, you're sure to like THIS one. 
More than just dead set on having little light around it, 
Korodera makes it tougher by carrying a rather nice 
variety of jumps, hills and bends, plus a fai amount of 
power-ups and speed-ups. Take the comers very steadily, and even more steadily whemyou go 
into Rapier class, where the extra speed demands a lot of skill and air-brakes. Once youve 
mastered the corners, it’s simple. But then, what ism? 


ores.o 


orgo p Titel (7/7 4 


Set you're finger on the accelerator and 
voUlbiconstantly be bumped up and 
Gown ill when you were a kid 
Wemember those baby bouncer things?). 
Thenegmenent, lei handers will have you 
twisting antumiligyour body until you 
require a StTEiglb jacket. 

Is light, very Tas and when you're 
progressed beyofititMenom dass racing, 
the track takes on eltelly neWHEONNIRES 
with the extra speedimaking barter 
dodging even more difficult. 


OK, some of the previous tracks are challenging, 


but this one just takes the mickey. Yotimight 


think that an icy track would prove ng problem 


for a craft suspended above the 
ground, well, it seems to be quite the 
opposite. Speed-ups are purposely put 
on an upcoming bend. This ds a tough 
nut to crack, but persevere and 
eventually you can enjoy the pleasure 
of sitting back, popping a beer and 
watching your mates flounder as they 
try and get round. 


Ov2s.0 
era’ 
m ene 

Imt x, 
[am a Pa to Ws rere 


7// A 
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Master each track on single race mode. You can't 
select a track on championship mode, so get used 
to each track beforehand. This way, when you are 
ready to battle it out for good, you will have a fair 
chance of winning! 


2 When taking a corner, watch the horizon and plan 
your line — take it earlier rather than later, You will 
notice that the craft tend to drift off course. If you 
start taking a corner early on, you should slide into 
an acceleration or another corner (if so, repeat the 


same process). 


3 Rather than just wasting your power-ups, try to 
use them effectively, If you're going to waste a 
rocket, then waste it on à straight. You never know, 
you might score an unexpected hit! 


On jumps with straights after them. Don't wiggle 
anpund in the air, because if you do, you will end 
Unhilting a barrier. Not a good idea. Also, using 
ineo boos! on a jump can often lead to 
Oversnooting or hitting some kind of banner in the 
ai tie halt your progress as the rescue ship 
comesdoplace you back on the track. 


Only USERS turbo-boost power-up when on a 
straight omemwery shallow bends, any other cocky 
tricks are DOMINIO result in disaster 


Brief taps Gite pad prove better than longer 
holds, as thedendiing of all craft is sensitive to the 
touch, This wa easier to correct your line 
quickly and safely 


Sometimes, Mng tO steer for power-ups can lead 
to crashes, Ultimatel i is better to keep going fast 
than to steer into mwallowhilst trying to get a 
weapon or speed pad When you have perfected 
your line on a track and have memorised the 
positions of the powendpscyou will be able to 
adjust your positioning So that you never need to 
steer for them again. 


8 Use the NeGcon twisty controler wiih ihe game it 
makes handling @ lot easier 


Air Brakes 

Useful, but tricky. The-air brakes allow you 
to take corners at an easier rate and are 
best used with fast vehicles or in the Rapier 
class. Otherwise, like with craft with easy 
handling, they aren't really needed. When 
you use them, make sure that you give your 
craft enough time to drift around the corner. 
Then you will be able to accelerate away 
rather than shunting into a hard barrier 


Rather than just waiting for the word "go" 
to sound and then whacking your finger on 
the acceleration button, you can get a faster 
start for your craft by revving up the meter 
from the third block from the top of the 
acceleration meter (at bottom right of the 
screen). When you hear "go", you are safe 
to put full whack on and begin your race. If 
you go over the third block from the top, 
you will start as normal. 
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etting started in 
Theme Park... 
The best advice for 
= | newcomers to the 
game is to go through 
the tutorial stage. The tutorial 
takes you through the basics of the 
game, showing you how to place your 
various rides and stalls, how to 
structure your park, and actually 
provides you with a good place to 
continue building your empire. 


Te customer is always right! Your 
park is there for the kids to enjoy and 
revel in, therefore you must pay 
particular attegtion to whapthey say. If 
many of the children in afarticular 


ea are hungi are unhappy out 
the prices of or stalls, you must 
act accordin, ensure your park 


stays polar with them. 
The nature of Theme Pal is such 
that many things need constant 


attention of Reed. careful looking after 
to ensure sooth opefation. this 
reason it f$ better to gradually Build 


up your park slower, rather than faster, 
so that you don't end up out of your 
depth with a park spiralling out of 
control. Letting your park slip can 
mean unhappy people and rides 
blowing up through lack of attention. 


Them 


Despite its apparent simplicity, Theme Park is 
actually a complex little game to master. Play 
takes you for a beginner’s ride and shows you 
how to turn your Theme Park into a dream park. 


hen designing your park, it is a good idea to slow 

the speed right down in order that you have time 
to plan the layout and have more ‘time’ to deal with 
any problems that are bound to occur. 


More rides generate more money and a large 
variety of different rides is better than lots of 
the same. Ensuring that there is a decent variety 
of rides means the little people stay more 
contented. Also, always try to buy new rides as 


they become available. This will help you win the 
‘Most Advanced’ park award. 


When a ride is getting old, it is sometimes better to 
replace the ride with a new one rather than keep 
repairing it. This also saves on your mechanic's 
workload, especially when the tides get really ancient. 


E 
Sa T 


. -7 
Well placed shops can provide an enormous 
amount of income, but you must also watch out 
for the litter that is generated near them. Make 
sure you have enough handymen! 


ad 


Always have the stock on order for your shops. This 
way you can ensure that they never have to close the 
doors. If things arent selling, you can still delay the 
order by changing it. 


Stalls are also good for income, but make sure 
you don't exploit the kids. If the stalls cost too 
much and the prizes arent worth the effort, the 


) children will soon feel conned a stop K i 


Dont underestimate the value of aesthetic — 
features such as trees and lakes. Apart 


o 


y 
| 


likely to win awards. 


| 
| * E > 
Handymen should be employed as rw 
appears. Keep an eye on th - 7! e i 
are not the cleverest of people and can'often - 


miss areas to clean up. Use the navigatii 
System to point them back on to the right track. 


2o 


hanics also need to be managed well to 
Sure the rides run smoothly. Again, like 
the can be a little wayward and 
op definitely need ov g to make sure they do 
their jobs properly. i 


Entertainers should be placed near long queues 
to relieve the stress of having to wait to go on a 
ride. Also, it is wise to place an entertainer near 
the entrance to the park so that he can hand 
out umbrellas to the people when it starts raining. 


© 


If you find that your rides start breaking down 
rapidly, and your entertainers get beaten up, it’s 
time to hire some guards. The guards will help 
stop the thugs from causing an affray. 


Q 


making the park look better, you are much more” 
LÀ | 


Ls 
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After our 
highly 
favourable 
review last 
month, 
we've been 
hacking 
away on 
Striker '96 
ever since 
and as a 
result we 
reckon 
we've got 
pretty damn 
good at it. 
So good in 
fact that 
we've 
decided to 
further 
inflate our 
collective 
ego and tell 
you lot how 
to play it. 
Yep, cheesy, 
degrading 
and 
patronising 
to the 
extreme, 
here is the 
Play guide 
to scoring 
scorchers in 
the ultimate 
PlayStation 
football 
g£ame (oh by 
the way, we 


General Tips 


> The key to scoring undoubtedly lies in 
getting the ball forward to your star 
players. They have the skill and power to 
beat the goalie. 


> Incidentally though, contrary to 
popular belief, there are no preset ways 
of scoring — it's completely random. The 
goalies have been specifically 
programmed to home in on the ball 


did have a carrier and narrow the angle of which 
H they've got to score. 

smidgen of Pag 

help from > The most spectacular ways to score 


off of a corner are to chip the ball into 
the near edge of the penalty area, and 


Rage!). 


then perform an overhead kick to p 
the ball past the near post. Or 
alternatively, place the targeting cross 
between the penalty 
y spot and the six yard 
box and then perform a 
diving header as the ball 
4 sails in. This takes 
considerable practice to 
perfect though because you 
always face the risk of the keeper 
running out and grabbing the ball away 
from you. 


PT, 


it 


* You can perform great dummies to 
out fox defenders and the goalies. 
Simply power up a shot and then just as 
you release, press one of the other 
buttons to cancel it out. When aiming at 
goal the braindead twerp between the 
posts will usually dive in anticipation... 
leaving you all the time into the world 
to slot the ball into the opposite corner. 


* An ideal way of scoring from free 
kicks is to try a dipping chip over the 
wall. To pull this off, simply use the top 
button to take your shot, then just after 
you've released, rotate the directional 
pad 180? in a clockwise direction and 
watch it nip in just under the cross bar. 


Goal 


How to net the ball in 


striker "96 


Ie best attack pattern to use when 
ng to score from the air is 
undoubtedly the 4-3-3 formation using 
the crossing strategy. 


How to play against 
Wamer, Rage and 
Star Trek (?!!) 


Yes it's true, not only can you 
compete against the special Warner and 
Rage teams, but Trekkies can also enjoy 
thrashing a whole team of characters 
from the various Star Trek generations. 
All you have to do is win the World Cup 
to enter a bonus Special Cup tournament 
featuring all of the above teams. Reckon 
you can take on the intergalactic celebs? 


You've read the shorts tips on 
how to improve your game, 
but what about what really 
matters... how to score 
blinding goals? Although 
apparently goals are totally 
random (according to Rage), 
here are the Play boy’s 
favourite m (that seem 
to work quite often, ahem!). 


one of the posts before you enter 
penalty area. Now as you approach the 
six yard box, let rip with the X button 
whilst pressing the D-pad in the 
direction of the nearest post. 


playing guide 


Don’t ask us what it means but it sounds damn sexy! The idea is to attack the penalty area from one side, hold off with the 
shot and run horizontally across the front. Then as you near the other side, charge up an X button shot, turn, and pound it 
into the opposite corner of the net. Usually the keeper anticipates the shot to go the other side, thus ensuring you with a 
sure fire (sort of) method of scoring. 


Diagonal Shot 


Simple, just run into the penalty area from one of the corners and blast in a full powered X 
QUY you vot 1o be fancy and attempt io tolle Oe Ma Aa a ae SAE 
on it to send him the wrong way. 


Goals come from some of the strangest angles imaginable, so v 
and try some bizarre shots yourself. The best one is to enter 
the goal line a little distance to one side of the goal, turn 90^ ; 
know, by lingering around in the penalty area for that amount o! 
possibility that the opposition will eventually foul you. 


Side Swerve 


This is always a cracking way to notch up loads of goals, simply dasti 
then fire off a X button shot as you enter the penalty area. As yous 
of swerve to slot the ball around the keeper and into the corner. 


feature 


concludes 
this month 
with a 
glance into 
| the trippy 
world of 


defm 


L 


ast month we spoke 
to one of the unsung 
heroes of game music 
and got to test some of the 
sexiest bits of sound kit in the universe 
for free. But now onto much more 
important things. Something radical is 
happening in the videogames industry. 
People are recognising the mainstream 
awareness that is being generated by 
the likes of PlayStation and, be they 
software companies or cash-hungry 
agents, are using it to their advantage. 
The result is mainstream movie stars 
popping up all over the shop to star in 
some new CD ROM, forgotten sitcom 
stars doing narratives or better still, 
popular musicians penning piping-hot 
tunes for video game soundtracks. As 
the console systems continue to evolve, 
the trendier it becomes for big names to 
get involved. The PlayStation is probably 
guiltier than most for encouraging 
change and breathing a whole new way 
of life into a genre that once consisted 
of little more than an ugly black box and 
a revolutionary game called Pong! 


ion 
UNG. 


Q The Music 


ou may opMay not have heard 

Yai Of it yet, but amongst industry 
people; the OSound people ae creating 
a real buzz. Just why are sa many Dig 
daddy software companieswfalling over 
themselves to get QSound into their 
faypurite software and just what the hell 
is OSound anyway? Ryan Butt takes time 


out-to explain... 


QSOUND'" 


The concept that has come to be 
known as @Sound was developed five 
years ago, although a process of intense 
evolution and extensive research into the 
human heating process has brought the 
concept to its present state. Perhaps the 
best way to describe QSound is 
electronic voice throwing — high-tech 
ventriloquism if you will; whereby sounds 
are generated within a 180? arc around 
the listener. Strangely enough, the effect 

can be produced 

using normal twin 
stereo speakers, but 
the QSound effects 
exceed the normal 
boundaries of the 
speakers and instead 
cast the sounds into 
the normally 
undccupied.field.to 
the sides of the 
listener, giving the 
impression that the 
sound is coming out 
of thin air. In other 
words, it's like 
surround sound. 
The effect of QSound 
is truly cosmic, so it's 
no surprise that a 
stream. of top 
Software houses are 


queuing up to enlist 


feature 


LM 


the assistance of this futuristic 


System to 


bring their products to life and give them 
that extra edge in next gen sound. 
Companies such as Sega, Atari, Virgin, 
Intel, IBM, Electronic Arts, Ocean, Empire 
and Capcom have incorporated the 
revolutionary system into their products, 
the latter, well, who could forget those 
breathtaking fireball effects echoing from 
one ear to the other in their Super Street 
Fighter Il coin-op machine? 

As far as the home systems go, 
QSound has already made an impact on 
the 3DO and 32X systems with roughly I 
HOGER WATERNS 


20 games in circulation that utilise the 


system including EA's Toughman Contest, <= ~ 
and Sega's Ecco-the Dolphin. It is Du 
predicted that by Christmas '96 250 titles 4 
will use the QSound technology, and this * 
very instant it's heading straight for the 

wire 


PlayStation at high speed — beware! 


$ 
Mass desire amongst software ee 

companies is just the start of it though, 

million-selling solo artist and founder 

member of Pink Floyd, Roger Waters, has 

used the QSound mixing system on his 

album, ‘Amused to Death’ and ' 

commented; "Remember the jump from Mila 

mono to. stereo? In my opinion stereo to 

QSound is 

just as 


radical." 


"It'e radical, 


[he 
former man!" 
Floydster 
then went 
on to say "The effect is 

amazing!" What higher recommendation 


need? 


do yoi 
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| A game concet album, 
whatever will they think 
of next? Actually, the line 
up isn't that bad, check it 
out on the far right hand 

| side and win a copy. 

| Then you can listen to 

New Order, Leftfield, The 

Prodigy, Sunscream, 

| Manic Street Preachers 
and The Chemical 
Brothers. Smart. 


Wipeout 
The Album 


s well as being the best racing game 
N. appear on the PlayStation so far, 
Wipeout could well go down in the video 
game annals as 
the launch pad 
for a massive 
improvement in 
the soundtrack 
quality of video 
games. It isn't so 
much a game... 
(yes it was — ed) 
more of an 
experience, and 
no one can deny 
that this has a 
little something 
to do with the 
soundtrack. 

This whole 
feature focuses 
on the way in 
which music has 
become such an 
important re 
medium in the 
overall gaming 
experience, and 
Wipeout is. the game that reshaped the 
standards for others to follow by 
ae not one, not d but yer 


Raion is rather ironic given that in 
a sense the game could be described as 
an “album”. But oh no, Sony Interactive 
(the company behind Wipeout) have 
gone one better by teaming up with the 
Sony Music division to produce the real 
McCoy — an audio CD based upon the 


"companies 


concept of Wipeout, but more about that 

later. First we've got just a little 

confess 
After all our bragging about exclusive 

talks with the boys involved in the 

Wipeout soundtrack, work ties meant 


ion to make...! 


porem. Lom to be granted an 
audience wi the lads this month. 


However, we fully intend. "s 
honour our promise and 
interview the three 
major bands 
involved as 
soon as their 
record 


give them a 
bit of 
breathing 
space! 
Corporate gits. 
However, for an insight into the 
soundtrack’s production and an industry 
opinion of how videogame music is 
progressing at such an alarming 
rate, we invited Glen O'Connell — 
Public Relations Manager with Sony 


and talk frankly about the 
crossover that's occurring. 
Play: So Glen, why now? What has 
happened to spark this sudden but 
welcome surge in the quality of 
videogame music? 

G O'C "Within the last 12 months 
the CD medium has really taken off 
for the mass games market. The 
result is that in-game musicians 
should no longer be perceived as 
just monotonous bleep and noise 
merchants. Many are now able to 
produce studio 


major 


The problem 
certain PC CD 
machines though was 
not the quality of the 
sound cards 


Interactive to get up on his soapbox 


themselves (i.e. the 
excellent Sound Blaster 
AWE 32 etc.), but the 
speakers and level of 
audio equipment that is 
used to play it back to 
the actual user. Certain 
people seemed happy to 
continue to use tiny 
speakers that didn't 
really give the audio 
justice. However, with 
the release of the Sony 
PlayStation there now 
exists a medium for real 
time audio playback 
through an ever 
increasing level of home 
televisual experiences 
such as Stereo hi-fi and 
Dolby Surround Sound. 
Many of today's TV's have these features 
built in as standard, which, when 
complimented with the PlayStation's 

Ems itself, has managed to 
get t wusic industry interested in what 
was once perceived by them as a dirty, 
word — VideoGames” 


Play: Wipeout was the ~ 
starting block that 
set the standards 
for others to 
follow, how 
did you get 
Leftfield, 
Orbital and 
The Chemical 
Brothers involved? 
G O'C: “The music 
industry has dipped its 
toes into the games market 
once or twice before, and it has to be 
said there was limited success for both 
parties involved. But not content with 
simply emulating others who had 
followed before we decided that 
Wipeout being one of out first 
generation PlayStation games we'd have 
to approach it in a slightly different 
manner. We targeted Orbital as one of a 
select group of high profile dance 
orientated bands we thought would. be 
most suitable for the style of game we 
were developing. Having been impressed 
with the concept and gameplay video we 
supplied them, Orbital decided to go 
into the studio and record a specific 
track for the game itself (entitled Petrol). 
This was previewed at Glastonbury and 
went down very well with the crowd. 
Once they were signed up for the game, 


with 


ee artist called 


we decided to continue to also push for 
leftfield and The Chemical Brothers, who 
were on our original list of ‘the cooler 
bands’ around we thought would be 
suitable for the style and continuity we 
wanted to achieve with Wipeout. They 
both decided to submit tracks they'd 
both recorded before, but were very 
popular within the club circuit and, as 
such, wOuld give further strength to the 
actual g me's credibility. So by then we 
had three tracks 
from three very 
high media profile 
artists to 
compliment the in. 
se tracks by 


Wright. wl 
under 


Cold 


__ Storage name. In 


fact Tim’s musi 


Sarily associated with 
and. we could well see a revel 
traditions and see his music goi 
same way as the three bands mentioned 
above in the not so distant future. 


Play: Tell us about this ‘concept’ album 
then? What's it all about? 

G O'C: "Another thing we did whilst 
looking at getting bands involved was 
contact Sony Music with an idea of 


“SNIVEIEETION T 


Auie 


doing a compilation album based on the 
concept of Wipeout. It was not 
something they had done before with 
the games section of the company, so it 
was a real challenge to see whether they 
could pull it off. Movie compilations are 
often very big sellers for record 
companies, and the awareness for the 
actual property can be phenomenal. 
There is a ‘synergy’ within Sony to 
exploit the different divisions of the 


parent group, and 
our Wipeout 


suggestion was 
just what they 
were waiting for. 
What we've done 
is actually licence 
the three in-game 
tracks (Orbital, 
Leftfield and The 
Chemical Brothers) 
for the album and 
added equally 
high profile bands like The Prodigy and 
New Order to it. The. finished product is 
à very strong album that is very much in 
line with what people are listening to in 
clubs nowadays (groovy — ed). And to 
round the whole thing off in the same 
Context we commissioned the Designers 
Republic (who recently did, amongst 
other things, the Pulp sleeve) to do the 
front artwork for the album and of 
course, the game packaging." 


Play: What are your thoughts after 
making the impossible possible 
and re-shaping the way in which 
videogames are perceived? 

G O'C:"This whole exercise has 
clearly shown that the music 
industry can work together hand in 
hand with the games industry 
When. it wants to. Sure it will take 
more than one game to break 
down the full barriers put up by 
people who simply didn't 
understand what games are all 
about. But we're definitely moving 
forward together in the right 
direction and we're more than glad 
that Wipeout is the game that got 
the ball rolling." 


feature 


The Chemical Brothers. 
Cool sounds from a cool 
group. Don't know about 
the guy/girl walking 
down a small town 
American high street 
though. Bit Aerosmith 
isn't it? 


Win the CD everyone is 
talking about! 


0, your eyes are not deceiving you. By reading on, you could 

well be on the way to nabbing yourself a copy of the hot new 
Wipeout concept CD that features a whole host of renowned 
dance and rock artists. But first here is a little bit of information 
about the album. 

Entitled, simply, Wipeout, the album will be released on 
November 6th in all good record stores over the country. Check 
out this playlist... 


Track: Artist: 

Afro Ride Leftfield 

Chemical Beats Chemical Brothers — 
Blue Monday New Order y 
Age of Love Age of Lote 

Wipeout (Petrol) ~ Orbital 

One Love Prodigy 

La Tristesse Duera Manic Street Preachers 
When Sunscream 

Good Enough B. B (featuring Angie Brown) 
Circus Bells Robert Armani 

Captain Dread Dreadzone 

Transamazonia The Shamen 


How to win 


Play, in association with Sony Interactive, is giving away 20 
copies of the Wipeout CD. All you have to do is correctly answer 
the following question and hope you're one of the lucky ones: 


Q. Which company produced the mind-blowing game, Wipeout? 


a. Andrex 
b. The Beach Boys 
c. Sony Interactive 


Answers on a postcard to 
Play magazine, Paragon 
Publishing, Paragon 
House, St. Peter's Road, 
Bournemouth, BH: 2J5. 
All entries must arrive-by 
December 13th. Please 
note: The editor's 
decision is final and 
employees of Paragon 
Publishing, relatives and 
anyone who's ever 
shagged a rock star may 
not enter 
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= buyer's guide s guide 


LAY bac 


urs is different though. We boldly go where no PG has gone before and tackle the problem of games 
becoming dated. A game may be excellent now, but in a few months time it could have been 
pummelled into submission by something even better, or we might just have got bored with it. 
So to address this problem, we've introduced a new category that marks the games in accordance to what is 
currently around, and if it is bettered, the marks will gradually deplete. Or, as we've discovered this issue, we 
might find we've undermarked a game. We'll explain the change in the comment bit. So read on to see what has 


and hasn't changed. 


Game 


Beat ‘em-ups 


1. (1) Tekken 
2. (2) MK3 


3. (3) Street Fighter: The Movie 
4. (4) Battle Arena Toshinden 


5. (6) Zero Divide 
6. (5) WWF Wrestlemania 


1. (-) Air Combat 
2. (1) Ace Combat 


Shooters 


1. (-) Lone Soldier 

2= (1) Loaded 

2= (-) Philosoma 

4. (-) Off World Interceptor 

5. (-) Viewpoint 

6. (2) Rapid Reload 

: (-) Total Eclipse Turbo 
8= (-) Starblade o 

82 (3) Raiden Project 

10. Twinbee Deluxe Pack 


95% 
93% 
85% 
76% 
68% 
74% 


81% 
79% 


92% 
85% 
85% 
77% 
74% 
71% 
69% 
68% 
68% 
65% 


Comment 


Simply the best (for now) 

Bloody unbeatable stuff gore fans 

It’s beginning to grate 

Great looking stuff for beginners 

We've found a free game of Phalanx! 
Competent, if unspectacularstaged boredom 


Even a lobotimised tortoise could fly this 
Air Combat in Japanese 


In a class of its lone 

big, bad blasting action 

The stuff films are made of 
Stomach-churning, high-speed mayhem 
Harder than John ‘the oné Holmes 

Could use a rapid rethink 

Totally eclipsed by contusien 

Light cruising on a monona 

A perfect arcade conversion shame really 
A temporary burst ofsanmy 


Nov '95 
Nov '95 
Nov '95 
Nov '95 
Nov '95 
Nov '95 


Dec '95 
Nov '95 


Dec '95 
Nov '95 
Dec '95 
Dec '95 
Dec ‘95 
Nov '95 
Dec *95 
Dec '95 
Nov '95 
Dec '95 


Current Score 


8196 
7996 


92% 
85 96 
8596 
77% 
74% 
71% 
69% 
68% 
68% 
65% 


12. (5) € Sled 


13. (6) Zeitgeist 
14. (7) Novastorm 


Sports Sims 


1 (2) Striker '96 

2. (1) NBA Jam: TE 

3. (-) PGA Tour '96 

4. (-) New Jap Pro Wrestling 

5. (3) Boxer's Road 

6. (4) Goalstorm 

7. (5) J-League Winning Eleven 
8. (6) Ground Stroke Tennis 

9. (-) Prime Goal EX 

10. () King Bowling 


1 (1) Theme Park 
2. (2) 3D Lemmings 
3. (-) Hebereke's Popitto 


Adventure Games 


1. (1) Discworld 


1 (1) WipeOut 

2. (2) Ridge Racer 

3. (3) Destruction Derby 
4. (-) Twisted Metal 

5. (-) ESPN Extreme Sports 
6. (-) Cyberspeed 

7. (4) Motor Toon GP 


a= (1=) Rayman 
1= (1=) Jumping Flash 
3. (-) Herme Hopperhead 


5 5% 
51% 
38% 


89% 
90% 
86% 
84% 
82% 
69% 
73% 
65% 
62% 
37% 


86% 
69% 
43% 


74% 


8 7% 
8 7% 
53% 


A weak corridor game 
Best left in the arcades 

Incredibly slow and highly repetitive 
A definite disappointment 


We’ve learnt a few new tricks 
Sorted speedy sporty sim 
Course-lacking, bogey-belting bliss 
The fat boys done good 

Great boxing action — eventually 
One goal wonder 

Goalstorm with Jap teams 

Good looks, little substance 

The EX should read Exile 

Strike it off your shopping list 


More fun than Thorpe Park 
Nice idea, but not for me 
Pop off Hebereke! 


Just don’t mention the monkey 


We've found the extra track 

Go on then, buy it 

Fun, but durability is a problem 
Slams on the brakes too early 
A rolling geek gathers no cred 
Novel idea, same old story 
Wild, wacky, but limited 


Fiendishly difficult, but fun 
Grippingly addictive & challenging. Smart. 
Unacceptable fodder 


Nov '95 


Dec ‘95 


Summer ’95 


74% 
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ein 


The Tiger, Bourne 


This month, w 


Mevlut DMC 


E 
ig 


games Street Racer and Rayman. 


P1 AY: What makesiaBood game? 
MD: Vivid Imagel Orglmolher words, slit 
gameplay, perfomance. style and multi 
player competiti@n. 


Play: Who thinks aaoi games? How 


do you decide which Ideas to work on? 
MD: Vividglmage! many times am | 
allowed to4Say vivid image? 


7 


MD: Actually, everybody in the company 
is allowed to suggest ideas but ultimately 
| decide which concept to develop into a 
game. We do not produce that many titles 
so each new idea has to be at least as 
good as the last One. If iS very important 
that everybody feels 100% about any new 
idea before we start . 


Play: Right, what about the new 
machines, is developing for them any 
more fun than 26-bit, or even 8-bit, or is 
hardware simply a consumer's worry? 
MD: Not really. Developing origina! 
products is a lot of fun full stop. The 
satisfaction comes from pushing the limits 
and trying to beat your idea of What can 
be achieved with the hardware available. | 
believe What we do is a craft and 
we try to improve it all the 
time. At the moment | 
think the software is 
having difficulty 
keeping pace wi 
pedes 
hardware. EVerybi 
needs to spend Time 
to learn the new 
hardware to make 
the most of it. 


Play: How much 
actual programming 
do you still do? 
+ MD: Not enough 
but | do share my 


knowledge and experience with our 
programmers and really enjoy discussing 
iti them the best possible ways to 
ent any ideas. 


3 
Playe Why do you think so man¥ games 


simply seem to be variants on a 
sutcessful formula? Is it the hardware 
limitations, a lack of imagination or is 

it something else? 

MD: | believe it is very difficult to come 
up with original ideas that make great 
games all the time. To me the originality 
in most cases is presentation and style. 
LOOK at the film industry, Pulp Fiction is 
not a very original idea but its style, 
characters and dialogue are so fresh and 
that's what makes it so successful. We 
always try to do the same with our 
games, only in our case we have to work 
on slick gameplay, plenty of options and 
value for money. 

Some publishers just try and make sure 
they have enough products to cover all 
the successful. game genres, a racing 
game, a football game and some sort of 
fighting game. The biggest problem is 
that they tend to produce these @s 
quickly as possible and"as a result the 
market is flooded with similar games 
which are very average. | am sure this 
does very little to help the industry. 


Play. Too right} Dayou think platforms: 
Such as the PlayStation will change this? 
MD: Maybe. The PlayStation is a good 
piece of hardware but machinery alone 
does not make good games, it can only 
help developers enhance their efforts to 
make better games. My starting point is 
that what we're doing should be a very 
good playable game on any platform. 
PlayStation also allows us to be more 
ambitious with our games and that is 
what we are doing. 


Play: Video games were once labelled 
the new rock ‘n’ roll, what happened? 


MD: It's still very much rock ‘n’ roll to me. 


Play: Has anyone ever come up to 
you and Said theyre a massive 
fan of your work and asked 
or begged, for your 
autograph? 


down the Eye Of 
's finest curry 
house, with Meviut Dinc. Mev’s the boss of 
developer Vivid Image, creators of top 


B 


information 


Name: Meviut Dine 
Job: Managing Director of 
Vivid Image 

Fave Curry: Lamb Tikka 
Fave Game: Virtua Fighter 2 


MD: Once or twice at computer shows. 


Play: Sony is trying to make the 
PlayStation cool, and bring the twenty- 
somethings back into video games. Is the 
video games industry cool yet? 

MD: | think twenty-somethings are 
already back in our industry. The problem 
is how long can we keep them with us. 
The video industry can only be as cool 
as the games we produce. 


Play: Is the PlayStation? 
MD: Yes, but lets hope the games will 
make it even cooler rather than colder. 


Play: Ok, the ultimate coolness question, 
do you own up to being a computer 
programmer at parties? 
MD: What parties? | don't have time to 
party. Of course | own up to being 
involved in videogames. | believe the 
videogame industry is Very dynamic and | 
am proud to be part of it. 2 
sports nut, which ones do you play? 
"MBs. Still try to play some football but 
the old age is unfortunately catching up 


on me. It takes me two Weeks to recover 
from a game now. 


Play: Cool. We hear you're a bit Of a 


n 
Play: Düch. What about computer 
football games, any favourites? 
ible Soccer is still the best in 


binion. It is just simply very playable 
aid to me that's what the games should 
be about: PLAYABILITY. 


Play: Right, finishing up can you list the 
following in order of importance - cash, 
cars, football, video games, sex. 

MD: At the moment, with the bill on its 
way and needing to get home, the above 
order is perfect for me. 


Play: Stranded on a Desert Island time, 
Only this one's got its own grand prix” 
circuit. Pick the most desirable 
combination to have of car, partner video 
game and games machine 

MD: If | were stranded on a desert island 
| would just have my partner vit m 
favourite music, and spend th tim 
walking the track! 


- 


————— P DU 


Arena 


ell, Play is only one issue old and already the letters are flooding into the office. as you may have 

guessed, this page is your page. E-Mail, Snail Mail, praise and moans, questions and rants. If you have 
something to say to the nation's PlayStation gamers or indeed something you want to ask Dave, just get 
writing to one of the two addresses featured below. We'd love to hear from you. As | said, this is your page 


and we couldn't do it without you. 
Send your mail to: Arena, Play Magazine, Paragon Publishing, Paragon House, St. Peter's Road, Bournemouth. BH1 2)S 
or E-Mail Dave Perry at: dperry&paragon.co.uk 


Have a voice. 


Scart Attack 
Dave, 


No one (magazines or otherwise) 
seems to have reported on the appalling 
connections at the back of the 
PlayStation... 


1. If you have a SCART television... 

The official SCART cable is still not 
available and the existing third party 
cables run from the composite video 
output socket (NOT the AV socket) thus 
you still get a poor streaky picture on 
the screen (the proper cable should run 
from the AV out socket and use the 
separate RGB capability of SCART to get 
a better picture rather than merging RGB 
into one signal) - come on Sony why 
the hell weren't the official cables 
available on the launch date ??? 


2. If you don’t have a SCART 
television... 

Much worse. Sony's fancy modulator 
automatic switcher is very good but just 
how do you connect a proper stereo hi-fi 
to the PlayStation while that stupid 
modulator block is in the back of the 
PlayStation. The left channel output is 
physically blocked and you can only 
access the right hand channel output. 
Even if you made your own extender 
cables to allow you physical access to 
the lefthand output you would still get 
mono in the left channel. Why on earth 
didn't Sony realise that the "main" 
console set-up consists of a normal 
television (no SCART) but with some sort 
of real hi-fi ??? 

| don’t want to slag Sony too much - 
they have given us the best console on 
the market to date and at a very 
reasonable price, but it looks like they 
don't know their British market very well 
(although they are much better than 
Sega who released a SCART only Saturn 
!!f). Come on, hurry up and give us 


proper SCART cables which keep red, 
green and blue separate and a 
redesigned modulator block for those 
with hi-fis to put that amazing CD quality 
sound through.... 


TicH 
(Richard Bruce Kent) 
(ceerbk@cee.hw.ac.uk) 


Interesting point Bruce. Care to reply 
Sony? I've left Bruce's E-Mail number for 
you. 


Dear Dave, 

| wonder if you would happen to know 
if Wipeout is getting a Japanese release, 
as | have a Japanese Sony PlayStation. 
Or, do you know if it's possible to play 
PAL released games on the Japanese 
machine? 

Thank you for your time, 


Simon Harris. 


No problem Simon. Wipeout is actually 
being released in Japan in February 1996, 
so it will surely be appearing on import 
during that month for all NTSC machine 
owners. 

As far as playing PAL games on a 
Japanese machine, it is possible but 
involves you performing a simple trick 
with a match stick. | can't tell you what 
that trick is as | have promised Sony that 
I will keep it a secret for now, but there 
are plenty of sites on the Internet that 
explain what to do. If you are not a net 
surfer, your local import shop will 
probably be able to tell you anyway. 
Mind you, having said all that, the picture 
will be in black and white on your TV 
anyway, due to the difference in 
frequency of the import machines. Sorry, 
but you just had to have one of them 
first didn't you? 


CD or not CD? 


Dear Dave, 

You can't believe how pleased ! 
was when ! finally found a PlayStation 
magazine on the shelves at my local 
newsagents that provided all the 
information and quality that T expect 
from a publication about my ‘shiny 
new console’ as you put it. | wonder 
though if you are going fo 
covermount a CD on future issues of 
Play as | think it would be the only 
way that you could make it any 
better. I'm sure it would sell really 
well as people like me who have just 
bought a Sony PlayStation would love 
an opportunity to sample more new 
games as they arrive. It would give us 
a chance to see what they are like 
before we spend our money. 

Come on Dave, help us out. 


Colin Kimble, Hitchin 


It was always our intention Colin, 
to covermount PlayStation playable 
demos on the cover of Play magazine. 
It would of course push the cover 
price up a bit, as the CDs are not 
cheap, so we even planned to release 
a version of the magazine without it 
and give you a choice. 

However, it is proving an uphill 
task, as Sony seem to be making it 
very difficult for magazines to 
duplicate and get these demos 
approved. The problem has meant 
even the Official Magazine missing its 
launch date by a long, long way. We 
wanted to make sure you could 
actually buy Play when we said you 
could and so haven't done a CD yet. 

We hope to provide a cover CD 
very soon, but in the meantime you 
can help us by filling out and sending 
Sony the pre-prepared letter on the 
other side of this page. Between us, 
we'll make them listen. 


next issue 


* H 


is month's Played Out is a little bit 


ecial. You see, it's interactive. We'd. 
to give you a choic baits pi 
between buying an i 
covermounted cD ; 


es. So, we thought ke we should do is t 
C ands on playable demos of games be 
| you have to do is cut out or photocopy and sign th 
own. Ea: sy. Together we can bn For the co 
notice and give yourself a wider choice. Or, you coul 


n either send qe» -mai is at play@paragon.co.uk and we'll have a 
vay some of the top rated ; ths (where available). Let's do it. 


Harrison, Communications. Direct or, Sony Computer Entertainment. Europe, 13 Great Marlborough Street. London. W1V 2LP " 
or t x | Phil at phil | harrison@sepc.sony.com ea 
* ee o * | Ah * « o Te 
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Dear Mr Harrison, 


| am a proud PlayStation owner living in .......................... eee So far | have enjoyed my new console 
immensely but | am worried at the way my favourite PlayStation magazine, Play, has apparently been unable to get 
permission to covermount playable demos of new games for me to enjoy. 

| know there are plenty of these demos available, and that the Play team at Paragon Publishing are really keen to 
regularly feature these CDs on the front of their magazine. But it seems that the procedure for doing so (gaining 
disc approval, getting the discs duplicated by Sony, etc.) is way too complicated, if indeed it even exists. 

Come on Sony, pull your finger out. Communicate with the magazines and help them spread the word about the 
power of PlayStation, because they are your direct link to the people who really count — us. The Gamesplayers. 


Thank you. 


Yours sincerely, 


(print name) 


SO YOU THOUGHT IT WAS 5299» 


ACCESSORIES 


x 1. SONY JOYPAD £24.99 
S 2. SONY MEMORY CARD £19.99 
> 3. SONY MOUSE £24.99 
= 4. SONY LINK LEAD £19.99 


Official UK SE = 5. LOGIC 3 PAD 14.99 
PlayStation 6, NEGCON PAD £44.99 


DO TH n 7 : 7. AV SCART CABLE £19.99 
E RTH f? Qg 99 © 8. JOYPAD EXTENDER CABLE £14.99 


DESTRUCTION DERBY -Wrecking 
racing, stock car racing, destruction 
derby and time trials. Hit and run 
mayhem at its best, 


COMPUTER TEKKEN- A mega hit. 8 Characters 
and 9 bosses each with their own 
devastating attacks. 


THIS MONTHS HIGHLY RECOMMENDED GAMES 


HERE IS JUST A SELECTION OF SOME OF THE OTHER GREAT TITLES AVAILABLE 


TOP TEN GAMES Theme Park ................. $37.99 Ultimate Paradious.......... £36.99 cl aval Serene £36.99 
Ridge Racer..................« £37.99 Fade To Black................£37.99 Motor Toon GP................. 9 PROSE ironia insi pues $36.99 
TORK iecur eoi $39.99 Primal Rage..................... £37.99 Streetfighter The Movie... £34.99 Creature Shock - Special EGC ALL 
los-n Re - BTE. £39.99 Split Realities ... S37 99 (O a = E= o secre £36.99 PACON rA £36.99 
Jumping Flash................... £34.99 Screaming Wheebs........537.99 11th Hour......... E37. Syndicate Wars ................ £37.99 
VASICE ai OEEC $39.99 Rapid Reload .. `. £34.99 Starblade ........ st SOMON. ainra £37.99 
Destruction Derby ........... £36.99 Raiden... RNOLD Krazy lvan........ a Rollcage WWF................. £34 
3D Lemmings.................- £34.99 Boxers Road... Be 7 be) ASSCIIE ee o essem ACCOM oorr DAT 
Mortal Kombat 3 ............. £39.99 Dynamic Tension... TUS £37.99 Road Rash £36, SON SHOT eer eren 799 
FEA PERMANET ARES £36.99 Shellshock ... UE ve Yn Magic Carpet................ £36.99 Project Overkill... 536.99 
PETE GSN nusanusa £36.99 Waterworld £37.99 Spot Goes to iie ad 99 Arc The Lad... £37.99 


Al fe cove producs cre ofc UX. products We do mbi accen 
IF YOU HAVÉ A FAX MACHINE, USE IT TO GET AN UPDATED PRICE & RELEASE lo nol sell a 39p off peak, 49p peak 


JUST DIAL 0891 715689, LISTEN TO THE INSTRUCTIONS, ENTER DOCUMENT NUMBER 702 AND PRESS START ON YOUR FAX MACHINE 


Prices corrected at time of going to press. Subject to change. E & EO 


MAIL ORDER DIRECT ON 7:755 ect Limiti e 


Postage & Packing 
SONY PLAYSTATION MACHINE — £5.00 
Software& Accessories FREE 
DIRE 10 TELEPHONE LINES BS. |S | 
td 
A Oe S ADS a EER BS REET Pe x 1114 OB 200 002 07 0 c 24 Se ee, 


217 LONDON ROAD » APSLEY + HEMEL HEMPSTEAD + HERTS Ha ose OPen 10 a.m. -7 p.m. TET 


